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Introduction 


Welcome to Yu-Gi-Oh! In this guide, we will help you through both Yu- 
Gi-Oh! Forbidden Memories for the PlayStation (covered in Part I) and 
Yu-Gi-Oh! Dark Duel Stories for the Game Boy Color (covered in Part II). 

These two games are completely different, so refer to the proper 
section of this guide for the game you're playing. The rules for each 
game are covered in the Game Basics chapters, where you will learn 
about the information on the cards and receive some assistance on 
constructing a deck. Each part of the guide has its own card list, fusion 
list, and walkthrough specific to that game. 

The stage has been set, the decks have been shuffled, and your first 
opponent waits. It's time to play! 


At the game's main menu, choose New Game if you 
are playing for the first time. Enter your name to 
begin the game. 


When you start a new game, you must choose 
Campaign mode. Free Duel mode becomes available 
once you have defeated opponents in Campaign. 


Palace 


Campaign mode takes you through the storyline of 
the game. You travel to various parts of the city, 
competing in duels against friends and foe alike. 
You'll earn Star Chips and cards for each duel you 
win. Refer to the Walkthrough chapter for complete 
details on the Campaign mode. 


As you defeat opponents in Campaign mode, 
each character is unlocked in Free Duel. In this 
area, you can duel as you wish, earning Star 
Chips with which you can buy cards by inserting 
passwords (each password costs a certain number 
of Star Chips). 


Qules of the Game 


The object of the game is to reduce an opponent's 
Life Points to zero. You can duel in Campaign, 
Free Duel, or 2P Duel modes. As the winner of a 
duel, you are awarded a card and a Star Chip(s). If 
you lose, you do not lose a card or Star Chip, 
although in Campaign mode most losses will end 
the game. There are three ways to determine who 
wins each duel. 
1. A player whose Life Points reach zero is 
declared the loser. 
2. A player who runs out of cards is 
declared the loser. 
3. A player whose hand contains all five 
cards from the Exodia series is automati- 
cally declared the winner. 


Magician of Black Chaos 


During a turn, each player must play a card on the 
Field. A maximum of five cards, the same as the 
maximum number of cards in your hand, can be 
played during a single turn. 


Meteor B. Dragon 

You can play a card either faceup or face-down. If the 
card is used for an attack, it will automatically be 
turned faceup. 


Black Luster Soldier 


If the card is placed facedown on the Field in a 
horizontal position, it is in Defensive mode. This 
card will not attack unless it is placed in the Attack 
mode during a turn. 


You can execute fusion only during your turn. The 
number of fusions you can perform is limited to the 
number of cards you have in play or in your hand. 
Only two cards can be fused at a time, but you can 
also create chain fusions that use multiple cards 
two at a time. Refer to the Fusion chapter for more 
information on fusing. 


Deck Construction 

When you start a new game, you are given a 
random deck. As you proceed through the 
Campaign and Free Duel modes, you win cards and 
Star Chips that help increase the power of your 
deck. Play many duels with beginning players in 
Campaign mode to unlock characters in the Free 
Duel lineup. Once opponents are added to Free 
Duel, you can compete against them as often as 
you wish, continuing to add to your deck by 
winning cards and Star Chips. Fighting often in Free 
Duel makes progressing through Campaign mode 
much easier, because you'll strengthen your deck 
much more quickly. 


There are several different types of cards in Yu-Gi- 
Oh! Even with a beginning deck, you can use other 
types of cards to strengthen your monsters, change 
the terrain of the playing field, or obliterate every 
card on the table. Learn what types of cards are 
available and how each can help you in a duel. 


Monster Cards 


Dragon 
GUARDIAN STAR 
> Sun 
* Mars 


extremely rare 
card with 
unsurpassed attack 
land defense power 


There are twenty different “types” of monsters in 
Yu-Gi-Oh! Forbidden Memories. Each monster has a 
type and Cosmic Alignment attached to it. 
Depending upon the type of monster you are 
playing, its success on the battlefield is greatly 
affected by the terrain in play (if a Terrain Card is 
played) and the Cosmic Alignment of the card. 
Refer to the sections on Terrain Cards and on 
Cosmic Alignment in this chapter to see how 
monsters can be affected by both. The different 
monster types are listed below. 


e Dragon e Dinosaur 

e Spellcaster e Reptile 

e Zombie e Fish 

e Warrior e Sea Serpent 
e Beast Warrior * Machine 

* Beast * Thunder 

* Winged Beast * Aqua 

* Fiend * Pyro 

* Fairy * Rock 

* Insect * Plant 


Magic Cards 

Five types of Magic cards can be played. Each has 
various effects on the cards played on the Field. 
Refer to the five types below to learn how the 
monster cards can be affected. 


Terrain Cards 


jChanges the field 
fin favor of Dragon. 
$T inoed Beast, and 
i Thunder monsters! 


If a Terrain Card is in play, each type of monster is 
affected by the terrain it's battling on. Refer to the 
list below and to the Card List chapter to see if a 
monster is affected by a terrain type. If your 
monster battles on a favorable terrain type, it will 
receive a stat boost that makes it more effective. 
Some terrain types are unfavorable for certain 
monsters. In these cases, the monster's stats are 
reduced when playing on that type of terrain. 


e Mountain e Prairie 

* Dark * Forest 

* Wasteland e Sea 
Trap Cards 


fA trap card 

ifor tricking 

your opponent 
iNothing happens 
juhen it is attacked 


Traps are placed facedown on the Field and are 
automatically triggered when an opponent attacks. 
The effects of each Trap Card vary greatly. Some 
traps are effective only against monsters below a 
certain attack power (AP), whereas others can 
defend against certain monster powers or monster 
types. Once placed, Trap Cards are automatically 
triggered when your opponent performs particular 
actions. Refer to the Card List chapter to see the 
details of each Trap Card. 


iPoseidon's Strength 

s shared to boost 
the power of 

qua, Fish, and 

ea Serpent 
“monsters! 


Equip Cards can boost the abilities of a Monster 
Card on the Field. There are three ways you can 
play an Equip Card. 


1. Place both the Monster and Equip Cards 
on the Field as a Combo Play. 

2. Place the Equip Card facedown on the 
Field and turn it faceup on top of a 
Monster Card during a turn. 

3. Place the Equip Card on top of a Monster 
Card already in play. 


Ritual Cards 


Ritual 


E A iżda 


ifices Kazejin 


jin. and Sanga of 
Thunder to 
mon Gate Guardian 


Ritual Cards are used to summon a powerful 
creature onto the Field; however, other cards must 
be sacrificed to perform this action. Each Ritual 
Card specifies which cards must be sacrificed in 
order to summon a creature. All Monster Cards 
sacrificed in the Ritual must be on the Field before 
the Ritual is played. 


Pure Magic 

Pure Magic Cards have a direct effect on either the 
player or cards already on the Field. Pure Magic 
Cards can be played facedown on the Field and 
triggered when you prefer. The different types of 
Pure Magic Cards are listed here. 


* Recovery * Card Attack 
* Condition * Seal 
* Direct Attack 


delici 
f currv increases 


As each card is plaved on the Field, its Cosmic 
Alignment must be decided. This alignment is only 
in effect during the duel you currently play. When 
the duel has ended, the Cosmic Alignment is no 
longer in effect. Each Cosmic Alignment is stronger 
than one other alignment and weaker than another. 
If a monster attacks another monster with a weaker 
alignment, the attacking monster receives an AP or 
DP boost to its stats, depending upon whether it is 
attacking or defending. If a monster attacks a 
creature with a superior alignment, the attacked 
creature will receive an AP or DP boost. Once a 
Cosmic Alliance has been chosen, it cannot be 
changed after the card is on the Field. The 
following example shows how a Cosmic Alliance 
can change the normal outcome of a battle. 


Example 
= If Gaia the 
Dragon 
Champion 
under 
Mercury's 
alliance 
attacks Blue- 
Eyes White 
Dragon under 
the Sun's 
alliance, then 
Gaia the 
Dragon 
Champion will 
win the 
match. Even 
though Blue- 
Eyes White 
Dragon has an 
attack power 
of 3,000 and Gaia the Dragon Champion has an 
attack power of 2,600, Mercury is superior to the 
Sun, which adds 500 attack power to Gaia the 
Dragon Champion. Now Gaia has 3,100 attack 
power, making it more powerful than Blue-Eyes 
White Dragon. 


Cosmic Alignment Relationships 
Mercury > Sun 
Sun > Moon 
Moon > Venus 
Venus > Mercury 


Mars > Jupiter 
Jupiter > Saturn 
Saturn > Uranus 
Uranus > Pluto 
Pluto > Neptune 
Neptune > Mars 


"3 
Building a Deck 

When you start a new game of Yu-Gi-Oh! 
Forbidden Memories, you are given a random deck 
of 40 cards. Cards can be obtained through winning 
duels and by executing passwords if you have 
enough Star Chips to obtain the card. 


Blackland Fire D 


adef ly 
517 Blast Juggler 


316 Blocker 


4 m4 di an a 


eyed Silvers 


636 Biue-winged Crows 


PSE RSE 


When in the Deck Building screen, you can switch 
back and forth between what is in your chest and 
what is in your deck. To move a card from your 
chest into your deck, highlight the desired card and 
press X. The same action can be performed to 
move a card from your deck back into your chest. 
You can quickly scan down the list of cards in your 
chest by pressing and to scroll through 
eight lines at a time. To scroll past 50 lines at a 
time, press (£2) or 2). To change the order in which 
the cards are listed, press E or G 


type in your deck at any one time. 


After you update your deck with the desired cards, 
press @ to finish construction and exit this area. 


RON 


In the Card Library, you can see all your cards, and 
you can see places for the cards you will obtain. All 
cards are in 100-block groups. Place the magnifier 
over a card and press X to see the card's details. To 
quickly scan over blocks of cards, use the arrow 
buttons in conjunction with WI. To move the cursor 
up one block, press Œ. To move the cursor down 
one block, press (t2. 


Passwords 

Each Yu-Gi-Oh! card—the physical cards for the 
Yu-Gi-Oh! CG—has an eight-digit password on the 
bottom. You can enter these passwords to add 
cards to your library. However, you must pay a 
certain number of Star Chips in order to obtain 
cards in this way. After you enter the password for 
the card, you are told how many Star Chips it costs. 
If you haven't earned enough Star Chips, you 
cannot obtain the card. If you have enough Star 
Chips but think the price is too steep, you can 
decline the trade. Play Free Duel to earn Star Chips 
so you can obtain strong cards for your deck. 


Fusion is a way to create cards during a duel. 
However, this fusing or merging of cards is not 
permanent. When the duel is over, the resulting 
fusion is gone. The only way to permanently add 
cards to your deck is by winning them in a duel, 
trading with your friends, or entering passwords to 
unlock cards (as long as you have enough Star 
Chips to pay for them). 

You can only fuse cards while in a duel, and then 
only if the cards required for the fusion are either 
in play on the Field and are in your hand. Read all 
about fusing in the Fusion List chapter. 


Grades of Skill 


Rainbow Flower 


How you perform in a duel determines your duel 
skill points. Your duel skill will affect the card you 
win in a duel and the number of Star Chips 
awarded at the end of a duel. To get the best 
ratings, you must eliminate your opponents quickly 
and without using many cards or taking damage 
from enemy attacks. 


1P MEMORY 
2P MEMORY 


DBEGIN LOA 


You can trade up to 10 cards at a time with a 
friend if you both have memory cards. From the 
Title Menu screen, select "Trade" and press X. 
Both players memory cards must be inserted in 
order to trade. 


011 Sword Ara of Dra 

012 Swamp Battleguar 

o13 Tyhone 

otra Battie Steer 

o1sFlame Swordsman 

o:e fime Wizard ) 
Right Leo of the 


Select the card you wish to trade and press X. The 
selected card moves to the Trade Section at the 
bottom of the screen. If you want to cancel the 
trade, press @. 


When all the cards you wish to trade are moved to 
the Trade section, press M to initiate the trade. A 
confirmation screen appears and asks for verifi- 
cation. If everything is correct, press X to execute 
the trade. 


allow you to trade cards with yourself. 


An ancient secret lies deep in a forbidden place. The 
present will merge with the past to expose those 
secrets when a boy from the present relies upon a 
boy in the future to save not only him, but the 
entire world. 


In the following pages, we take you from duel to 
duel, past to present and back again, battling your 
way past stronger and stronger opponents as the 
secret of the Millennium items becomes clear and 
your destiny all too certain. 


Ancient Egypt 


The Palace 


In the Palace, 
you duel 
against your 
tutor and 
mentor, Simon 
Muran. Simon 
is anxious for 
you to retire 
for the 
evening; 
however, dueling is more preferable to sleeping at 
this point. If you run away, you can go into town 
and duel some of your friends. If you stay and listen 
to Simon, you'll miss out on all the town's dueling 
opportunities. 


When you first 
reach the Duel 
Ground, Teana 
greets you and 
asks if you 
want to duel. 
Take this 
opportunity 

to gain 
experience 
and perhaps a few more Star Chips. After the 

duel, accompany Teana to the Town Plaza to see 
the festival. 


Duelist Teana 

Teana has a hodgepodge of cards in her deck. She 
relies on no particular type of monster to battle 
with. Teana's a good first opponent because you 
can practice fusing several different cards 
to make stronger combinations; you 


should be able to defeat her easily regardless of any 
fusion successes or failures. Write down any 
successful fusions you create for when you get to 
those tougher duels. 


Sample Cards: Teana 

Name ATK/DFD Type 
Ancient Jar 400/200 Rock 
Cyber Saurus 1,800/1,400 Machine 
Dancing Elf 300/200 Fairy 
Dark Plant 300/400 Plant 
Key Mace 400/300 Fairy 
Kuriboh 300/200 Fiend 
Larvae Moth 500/400 Insect 
Magical Ghost 1,300/1,400 Zombie 
Mech Mole Zombie 500/400 Zombie. 


Minomushi Warrior. 1,300/1,200 ^ Rock 


Monster Eye 250/350 Fiend 
Ooguchi 300/250 Aqua 
Petit Moth 300/200 Insect 
Shadow Specter 500/200 Zombie 
Skull Servant 300/200 Zombie 
Steel Scorpion 250/300 Machine 
Swordsman from 250/250 Warrior 
a Foreign Land 

Tomozaurus 500/400 Dinosaur 
Zombie Warrior 1,200/900 Zombie 
Zone Eater 250/200 Aqua 


Town Plaza 

At the 

Town Plaza, 
you find 

Jono, who's 
just finishing 
up a duel. 
Unfortunately, 
he's losing. 
After speaking 
with Jono, you 
have an opportunity to duel against Seto, the mage 
he just battled. Whether or not you choose to 
accept the duel, Seto is called away, postponing the 
duel until later. 


3 wasted my efforts 
on an insignificant 


Duel Ground 


When you 
first reach the 
Duel Ground, 
duel against 
Jono while 
you wait for 
Seto to return. 


Duelist Jono 

Jono has a good, strong hand and uses fusion to 
create even stronger cards. At this point, your cards 
may not be strong enough to defeat him, so you 
must know some fusion combinations within your 
own deck to make the battle manageable. Jono 
plays very aggressively, never hesitating to attack a 
facedown card. Keep your stronger cards facedown, 
luring Jono to attack, forcing him to take all the 
risk and damage. 


Sample Cards: Jono 


Name ATK/DFD Type 
Ancient Jar 400/200 Rock 
Bat 300/350 Machine 
Battle Warrior. 700/1,000 Warrior 
Bone Mouse 400/300 Zombie 
Change Slime 400/300 Aqua 
Dark Plant 300/400 Plant 
Disk Magician 1,350/1,000. — Machine 
Fungi of the Musk 400/300 Fiend 
Griggle 350/300 Plant 
Key Mace 400/300 Fairy 
Magician of Faith 300/400 Spellcaster 
Minomushi Warrior. 1,300/1,200 — Rock 
Mystic Lamp. 400/300 Spellcaster 
Mystical Sand 2,100/1,700 ^ Rock 
Pot the Trick 400/400 Rock 
Queen of 1,800/1,500 Plant 
Autumn Leaves 
Queen's Double 350/300 Warrior 
Shadow Specter 500/200 Zombie 
Ushi Oni 2,150/1,950 Fiend 
Zombie Warrior 1,200/900 Zombie 
As soon 
as your duel 
with Jono 
ends, Seto 
appears and 
challenges 
you. There's 
no backing 
out of this 
duel. If you 


defeat Seto, he leaves, vowing to meet you again. If 
Seto defeats you, he won't hesitate to insult you. 

This is one of the few times in the game where you 
can lose the duel without it resulting in game over. 


Duelist Seto 

This guy is pretty tough. He has many good fusion 
combinations within his deck and he knows how to 
use them. Seto plays conservatively, allowing you to 
be the first to attack while he defends. This battle 
greatly depends on how well you know your deck. 
Seto creates really strong fusions, but if you've 
figured out fusions in your own deck, you should be 


able to defeat him. 


Sample Cards: Seto 


Name ATK/DFD Type 
Dark Plant 300/400 Plant 
Flame Cerebrus 2,100/1,800 Pyro 
Flame Viper 400/450 Pyro 
Fungi of the Musk 400/300 Fiend 
Grappler 1,300/1,200 Reptile 
Hane-Hane 450/500 Beast 
Haniwa 500/500 Rock 
Key Mace 400/300 Fairy 
Korogashi 550/400 Insect 
La Jinn the 550/400 Insect 
Mystical Genie 
Mech Mole Zombie 500/400 Zombie 
Muka Muka 600/300 Rock 
Mystic Horseman 1300/1550: Best 
Mystical Sand 2,100/1,700 ^ Rock 
Rainbow Flower 400/500 Plant 
Ryu-kishin Powered 1,600/1200 Fiend 
Saggi the Dark Clown 600/1,500. Spellcaster 
Shadow Specter 500/200 Zombie 
Time Wizard 500/400 Spellcaster 
Tomozaurus 500/400 Dinosaur 


After the duel, you can either go outside and 
wander the village or duel the various people 
hanging out at the Duel Ground. Jump at dueling 
opportunities in order to increase your deck size 
and add those valuable Star Chips. Be sure to save 
often, because losing ends your game. After a duel, 
you can talk to someone else to continue dueling 
or go outside. Once you've dueled with everyone, 
you get the impression they want you to leave. 


Sore losers. 


The Shrine 


The Palace 


Visit the 
Shrine, where 
you overhear 
several mages 
talking about 
Seto. Try to 
reenter, and a 
guard prevents 
you from 
going farther. 


When you have finished dueling, save your game at 
the Card Shop and return to the Palace. Just after 
Simon herds you off to bed, the High Mage Heishin 
and his men invade the Palace! 


Heishin claims to have the power of darkness and 
has come to seize what he believes is his throne! 
Though you try to escape the Palace, Seto quickly 
thwarts you. 


Seto wants 
to know 

the location 
of the 
Millennium 
item. If you 

b = tell him the 
B king and Queen captive E location, he 
says he will 
spare the lives 
of the King and Queen. Though you don't have the 
item he's looking for, Simon Muran appears and 
gives it to you, hoping you will escape with it. 
Whether you try to run or stay, the end result is 
the same: Heishin appears, preventing you from 
leaving with the Millennium item and forcing you 
into a duel. 

First things first: Don't expect to win. Heishin is 
too powerful at this point to defeat. However, if 
you do defeat Heishin, that's not the end of it. 
Heishin will battle you again. You are supposed to 
lose and nothing's going to change that—not even 
a miracle upset. 

After Heishin defeats you, Simon Muran tries to 
keep Heishin away from you. When prompted, 
smash the Millennium item to keep it away from 
Heishin. When you awaken, your soul will be 
encased in the Millennium Puzzle. 


The Present 


Town of Domino 

Lm 3 Suddenly, 
you're partici- 
pating in the 
Yu-Gi-Oh! 
World 
Tournament 
as Yugi to 
decide who is 
the Game 
Master. You 


will see many familiar faces. Save at the Card Shop 
before beginning the duels and between them. 


cards so you can lea to c Baral 
stronger monsters, and be sure to play Free 
Duel often to win more cards to help create — 
more fusions. 


The Preliminary Matches 

Match #1: Yugivs. Rex Raptor 

mm m 7 Rex Raptor is 
à è another 
aggressive 
player who 
attacks 
whenever 


possible. His 
deck isn't too 
challenging, 
but most of 


the cards in it are over 500 in both attack and 
defense. If you spend time in Free Duel, you can 
fill your deck with similar cards, and even just a 
few fusions are enough to give you an advantage 


over him. 


Name 

Abyss Flower 

B. Dragon Jungle King 
Basic Insect 

Fire Reaper 

Frog the Jam 

Happy Lover 

Hiro's Shadow Scout 


Kagemusha of 
the Blue Flame 


Lucky Trinket 
Madjinn Gunn 
Mask of Darkness 
Meda Bat 

Mega Thunderball 
Petit Dragon 
Phantom Ghost 
Sectarian of Secrets 
Serpent Marauder 


The Bewitching 
Phantom Thief 


The Melting 
Red Shadow 


Zarigun 


ATK/DFD 
750/400 
2,100/1,800 
500/700 
700/500 
700/500 
800/500. 
650/500 
800/400 


600/800 
600/800 
900/400 
800/400 
750/600 
600/700 
600/800 
750/500 
700/600 
700/700 


500/700 


600/700 


Sample Cards: Rex Raptor 


Type 
Plant 
Dragon 
Insect 
Zombie 
Aqua 
Fairy 
Fiend 
Warrior 


Spellcaster 
Fiend 
Fiend 
Fiend 
Thunder. 
Dragon 
Zombie 
Spellcaster 
Reptile 
Spellcaster 


Aqua 


Aqua 


Match #2: Yugi vs. Weevil Underwood 

Y 3 There's a huge 
T jump in diffi- 
culty between 
Weevil and 
Rex. Weevil's 
creatures are 
much tougher, 
and he has 
some 
incredible 
fusion possibilities within his deck. You'll probably 
need to fight in Free Duel mode for a while to get 
creatures that have attacks of over 1,000 and really 
begin tuning your deck. Certain monster types work 
well together, such as Machines and Dragons, and 
ensure lots of fusion possibilities. It also helps if 
you begin using Trap Cards and Magic Cards to 
strengthen your deck—don't be afraid to spend 
some Star Chips to get them. 


Sample Card: 
Weevil Underwood 


Name ATK/DFD Type 
Cocoon of Evolution — 0/2,000. Insect 
Cyber Soldier 1,500/1,700 ^ Machine 
Darkworld Thorns 1,200/900 Plant 
Fireyarou 1,300/1,000 Pyro 
Flying Penguin 1200/1000 Aqua 
Frenzied Panda 1,200/1,000 ^ Beast 
Giant Scorpion 1,100/1,000 — Insect 
of the Tundra 
Green Phantom King —— 500/1,600 Plant 
Horn Imp 1,300/1,000  Fiend 
Kamion Wizard 1300/1100 ^ Spellcaster 
Killer Needle 1,200/1,000 ^ Insect 
Metal Fish 1,600/1,900 ^ Machine 
One Who Hunts Souls 1,100/1,000 ^ Beast 
Warrior 
Spiked Snail 700/1,300 Insect 
Tenderness 700/1,400 Fairy 
Tiger Axe 1,300/1,100 ^ Beast 
Warrior 
Tongyo 1,350/800 Fish 
Toon Alligator 800/1,600. Reptile 
Winged Dragon #2 1,200/1,000 Winged 
Beast 
Yormungarde 1,200/900 Reptile 


Match #3: Yugi vs. Mai Valentine Match #4: Yugi vs. Bandit Keith 


FP Mai is a bit Reith's cards 
tougher than often sport 
Weevil. If attacks higher 
you've worked than 2,000 
hard on your points, and he 
deck, you has many 
shouldn't powerful 
have much fusion combi- 
trouble nations. You 
defeating her. can get 


Continue going to Free Duel mode to earn cards 
and Star Chips. By this time, you should have a 
deck primarily consisting of cards with attacks 
around 1,400 points. Mai loves beasts, so consider 
adding cards to your deck that can assist you in 
thwarting them. 


through this battle by using cards with attacks of 
about 1,400 if you can find fusions and include a 
few Equip Cards. 


Sample Cards: Bandit Keith 
ATK/DFD Type 


Name 


AIF Elf 1,450/1,200 See 
Blue-winged Crown. 1,600/1,200 Winged 
Name ATK/DFD Type Beast 
7-Colored Fish 1,800/800 Fish Crawling Dragon 42 — 1,600/1,200 Dinosaur 
Battle Ox 1700/1000 — Beast Crazy Fish 1600/1200 — Fish 
Warrior Curse of Dragon 2,000/1,500 Dragon 
Bloken 850/200 MG Dark Rabbit 1400/1500 Beast 
Crawling Dragon #2 — 1,600/1200 Dinosaur Darkfire Dragon 1500/1250: — Dragon 
Dark Rabbit 1,100/1,500 Beast Gemini Elf 1,900/900 ^ Spellcaster 
ERE Gift 1/00/1000 aelteser Ghoul with an Appetite 1,600/1,200 Zombie 
Faith Bird 1,500/1,100 us Mechanicalchacer 1,850/800 Machine 
Fiend Reflection #2 1,100/1,400 Winged Motinpnen ei 
Beast Rare Fish 1,500/1,200 Fish 
Jellyfish 1,200/1,500 Aqua Ryu-kishin Powered ^ 1,600/1,200 Fiend 
Kamakiriman 150/1400 Insect Sand Stone 1300/1600 ^ Rock 
Maiden of 1,500/1300 ^ Spellcaster Shadow Ghoul 1,600/1,300 — Zombie 
the Moonlight Sword Arm of Dragon — 1750/2030 — Dinosaur 
Mechanicalchacer 1,850/800. Machine The Bistro Butcher 1800/1000 Fiend 
Mon Larvas 1,300/1,400 — Beast The Snake Hair 1,500/1,200 ^ Zombie 
Pale Beast 1500/1200 ^ Beast Yaranzo 1,300/1,500 Zombie 
Skull Red Bird 1,550/1,200 Winged Zoa 2,600/1,900 Fiend 
Beast 
Sword Arm of Dragon 1,750/2,030 Dinosaur 
Takuhee 1,450/1,000 Winged Once the 
Beast preliminaries 
The Bistro Butcher 1,800/1,000 Fiend are over, 
The Immortal 1,500/1,300 ^ Thunder Shadi appears, 
of Thunder saying he was 
Two-headed King Rex — 1,600/1,200 Dinosaur summoned by 
Yugi's 
Millennium 
item. Shadi 
thinks Yugi's 


odd dream has something to do with Yami Yugi, 
Yugi's doppelganger. 

With Shadi's help, Yugi can delve deep into his. 
own mind and meet his other half, Yami Yugi. Yami 
Yugi needs Vugi's help to get back to his own world, 
and he gives him six blank and very mysterious 
cards. What are they to be used for? 


The Finals 

Match #1: Yugi vs. Shadi 

Shadi is a 
huge step 
backward. His 
cards are very 
weak in 
comparison to 
the other 
duelists you've 
faced in the 
tournament, 
so you should be able to trounce him. Shadi is one 
of the first characters to use a lot of magic in his 
deck, but it shouldn't be a factor. 


Sample Cards: Shadi 


ATK/DFD Type 


Name 


Abyss Flower 750/400 Plant 

Basic Insect 500/700 Insect 

Boo Koo 650/500 Spelleaster 

Cyber-Stein 700/500 Machine 

Droll Bird 600/500 Winged 
Beast 

Haniwa 500/500 Rock 

Hurricail 900/200 Spellcaster 

Jinzo #7 500/400 Machine 

Korogashi 550/400 Insect 

Man-Eater Bug 450/600 Insect 

Mech Mole Zombie 500/400 Zombie 

Meda Bat 800/400 Fiend 

Penguin Soldier 750/500 Aqua 

Star Boy 550/500 Aqua 

The Melting 500/700 Aqua 

Red Shadow 

Weather Control 600/400 Fairy 

White Dolphin 500/400 Fish 

Witch's Apprentice 550/500 Spellcaster 

Wretched Ghost 550/400 Fiend 

of the Attic 
Zarigun 600/700 Aqua 


After you 
defeat Shadi, 
the images 
of the 
Millennium 
Key and 
Millennium 
Scales are 
drawn onto 
two of the six 
blank cards Yugi received from Yami Yugi. 


Match #2: Yugi vs. Bakura 
IPA VE * Although 
Bakura had no 
intention of 

joining the 
tournament, 
his 
Millennium 
Ring 
compelled him 
to battle. 
Things quickly return to normal as the competition 
heats up. Bakura uses a very defensive deck, with 
the average defense being 2,000 points; his 
awesome Millennium Shield has a defense of 3,000 
points. Some nasty Magic Cards in his deck can 
reduce the effectiveness of your creatures. First, 
you need creatures that can cut through these high 
defenses. Second, you may need some magic, such 
as Raigeki, to destroy cards that are too powerful 
for you to defeat normally. 


Sample Ca Bakura 

Name ATK/DFD Type 
Aqua Madoor 1,200/2,000 ^ Spellcaster 
Flower Wolf 1,800/1,400 ^ Beast 
Garvas 2,000/1,700 ^ Beast 


Giant Turtle Who 
Feeds on Flames 


1,400/1,800 Aqua 


Hunter Spider 1,600/1,400 Insect 
Ill Witch 1,600/1,500 ^ Spellcaster 
Invader of the Throne — 1,350/1,700 ^ Warrior 
Labyrinth Wall 0/3,000 Rock 
Machine Attacker 1,600/1300 Machine 
Millennium Shield 0/3,000 Warrior 
Misairuzame 1,400/1,600 Fish 
Musician King 1,750/1,500 ^ Spellcaster 
Queen Bird 1,200/2,000 Winged 
Beast 
Shadow Ghoul 1,600/1,300 Zombie 
Spellbinding Circle NA/NA Magic 
Spirit of 1300/1800. ^ Spellcaster 
the Mountain 
Spirit of the Winds 1,700/1,400  Spellcaster 
Stone Ogre Grotto 1,600/1,500 ^ Rock 
Succubus Knight 1,650/1,300 —.. Warrior 


1400/1700 Fairy 


Winged Egg 
of New Life 


Like the other 
Millennium 
items, 
Bakura's ring 
is drawn onto 
one of the 
blank cards. 
That's three 
Millennium 
items that 
are now trapped in the cards. Something big must 
be coming. 


Quarterfinal Match 
Match £1: Yugi vs. Pegasus 
- You're getting 
into the big 
boys now. 
Pegasus is 
your first 
opponent to 
make extremely 
effective use of 
traps and magic 
ġ ` in his deck. You 
may need to work on your deck a bit more before going 
into this battle. It will take cards that, on their own or 
after being fused, can deal 1,900-2,500 points of 
damage to ensure victory. You also need a good mixture 
of cards like Acid Trap and Raigeki. Keep Pegasus off 
balance and lay down one card with a strong defense to 
hold him off while you prepare an assault. Patience and 
timing is the key. 


Sample Cards: Pegasus 


Name ATK/DFD Type 
Beaver Warrior 1,200/1,500 Beast 
Warrior 
Bickuribox 2,300/2,000 Fiend 
Blackland Fire Dragon 1,500/800 Dragon 
Crow Goblin 1,850/1,600 Winged 
Beast 
Dark Rabbit 1,100/1,500 Beast 
Dice Armadillo 1,650/1,800 Machine 
Fiend Reflection #1 1,300/1,400 Winged 
Beast 
Flame Swordsman 1,800/1,600 Warrior 


Frenzied Panda 
Hitotsu-Me Giant 


1,200/1,000 Beast 


1,200/1,000 . Beast 
Warrior 


Man-Eating 200/1300 Fish 
Black Shark 
Mavelus 1,300/900 Winged 
Beast 
Meteor Dragon 1,800/2,000 Dragon 
Monster Tamer 1,800/1,600 ^ Warrior 
Parrot Dragon 2,000/1,300 Dragon 
Pragtical 1900/1500 ^ Dinosaur 
Rogue Doll 1,600/1,000 ^ Spellcaster 
Rude Kaiser 1,800/1,600 ^ Beast 
Warrior 
Toon Alligator 800/1,600 Reptile 
Wilmee 1,000/1,200 ^ Beast 
Yamadron 1,600/1,800 Dragon 


Like the other 
Millennium 
items, Pegasus's 
Millennium 
Eye is drawn 
onto one of 
the blank 
cards. That's 
got to hurt, 
but Yugi is 


one step closer to solving this mystery. 
g 
Lg 


) 


F 


Semifinal Match 
Match #1: Yugi vs. Isis 

— —— Isis is a 
challenge. She 
controls very 
powerful 
dragons with 
attacks of 
2,100-3,000, 
and she uses 
nastv Magic 
Cards, such as 
Swords of 
Revealing Light and Spellbinding Circle. She does 
have one weakness: Isis uses the Neptune Guardian 
Star almost exclusively. If you find a handful of 
powerful Pluto cards and avoid using Mars cards, you 
can easily exploit this weakness in her deck. Great 
cards to use are Curse of the Dragon (#039), King of 
Yamimakai (#085), and Fiend's Mirror (#365). Getting 
them may require fusions, or you could purchase 
them with Star Chips. 


Sample Cards: Isis 


Name ATK/DFD Type 
30,000-Year 1,250/2,100 ^ Aqua 
White Turtle 


7-Colored Fish 
Amazon of the Seas 
Aqua Dragon 
Catapult Turtle 
Enchanting Mermaid. 
Frog the Jam 
Guardian of the Sea 


1,800/800. Fish 
1300/1400 Fish 
1,150/1,900 ^ Sea Serpent 
1,000/2,000 ^ Aqua 
1,200/900 Fish 
700/500 Aqua 
1,300/1,000 Aqua 


Jellyfish 1,200/1,500 Aqua 
Kairyu-shin 1,800/1,500 ^ Sea Serpent 
Kanikabuto 650/900 Aqua 
Kappa Avenger 1,200/900 Aqua 
Liquid Beast 950/800 Aqua 
Rare Fish 1,500/1,200 Fish 
Sea Kamen 1,100/1,300 Aqua 
Sea King Dragon 2,000/1,700 ^ Sea Serpent 
Violent Rain 1,550/800 Aqua 
Water Magician 1400/1000 ^ Aqua 
Yado Karu 900/1,700. Aqua 
Yamatano 900/300 Dragon 
Dragon Scroll 
Isis' Millennium 
Necklace is 
drawn onto 


another blank 
card. Only one 
of the six 
cards is still 
blank, and the 
final match is 
about to 
occur. This riddle is about to be solved. 


D- 
Je 


Finals 
Match #1: Yugi vs. Kaiba 

p N 3 Kaiba has the 
Millennium 
Rod, but it 
will take some 
work to get it 
from him. This 
is a very 
challenging 
battle worthy 
of the 
championship. Kaiba commands several Blue-Eyes 
White Dragons, a Millennium Shield, plus many 
other strong creatures. You'll need a very strong 
defense, traps to eliminate the Blue-Eyes White 
Dragons, and Raigeki or Dark Hole cards for when 
all else fails. Bring cards with attack powers in 
excess of 2,200 if possible. 


Sample Cards: Kaiba 


Name ATK/DFD Type 
Battle Steer 1,800/1,300 ^ Beast 
Warrior 

Beautiful 150/1500 Warrior 
Beast Trainer 

Blue-Eyes 3,000/2,500 Dragon 
White Dragon 

Catapult Turtle 1,000/2,000 Aqua 

Cyber Soldier 1,500/1,700 Machine 

Dungeon Worm 1,800/1,500 Insect 

Emperor of the 1,800/1,500 ^ Reptile 


Land and Sea 
Flame Cerebrus 
Flower Wolf 


Giant Turtle Who 
Feeds on Flames 


2100/1800 Pyro 
1800/1400 Beast 
1,400/1,800 ^ Aqua 


Giltia the D. Knight — 1,850/1,500 Warrior 

Guardian of 1,650/1,600 ^ Machine 
the Throne Room 

Leogun 1,750/1,550 Beast 


Marine Beast 1,700/1,600 Fish 


Monster Tamer 1,800/1,600. — Warrior 
Orion the Battle King — 1,800/1,500 Fairy 
Peacock 1,700/1,500 Winged 
Beast 
Pragtical 1,900/1,500 Dinosaur 
Rude Kaiser 1,800/1,600 Beast 
Warrior 
Togex 1,600/1,800 Beast 
Once you 
defeat Kaiba, 
his Millennium 
item is drawn 
onto the final 
blank card. 


ltem... drann 
a cardi? 


Now that you 
have all of the 
Millennium 
items on the 
cards, Yami 
Yugi can 
return to his 
own world, 
finally 
escaping the 
Millennium Puzzle in which he has been trapped. 
However, Heishin also has six of the Millennium 
items and rules over a large realm. Heishin has 
placed each item in a temple located in each of the 
conquered areas to protect his holdings. It is now 
up to the prince to retrieve all the items from these 
lands and seal them away forever. 


Ancient Egypt 


Shrine of Glory 
You start in the Shrine of Glory, but no one is 
nearby. Leave and go to Metropolis. 


Metropolis 

Old Duel Ground/Hidden Duel Ground 
When you 
enter the Old 
Duel Ground, 
an old friend 
greets you. 
Although the 
Old Duel 
Ground is no 
longer used, 
duels are still 
conducted at a secret location nearby. Jono is 
happy to lead you to the new dueling site. Once 
there, you can duel with Jono and Teana, but 
decline at first. You should save before dueling (you 
can't save until after you talk to Jono and Teana). 


Duelist Jono 

Jono is tougher than before, but not nearly as 
tough as some of the tournament opponents. If you 
have a deck strong enough to win the tournament, 
you can beat him. 


Sample Cards: Jono 


Name ATK/DFD Type 

Armored Lizard 1,500/1,200 — Reptile 
Axe Raider 1,700/1,150 Warrior 
Battle Warrior 700/1,000 Warrior 


Charubin the 1,100/800 Pyro 


Fire Knight 
Dragon Piper 200/1,800 Pyro 
Fire Eye 800/600 Pyro 
Fireyarou 1,300/1,000 Pyro 
Flame Swordsman 1,800/1,600 Warrior 
Flame Viper 400/450 Pyro. 
Garoozis 1,800/1,500 Beast 
Warrior 
Giltia the D. Knight 1,850/1,500 Warrior 


Sample Cards: Jono (continued) 


Karbonala Warrior 1,500/1,200 Warrior 
Key Mace 400/300 Fairy 
Magician of Faith 300/400 Spellcaster 
Mountain Warrior 600/1,000 Beast 

Warrior 
Red-Eyes B. Dragon 2,400/2,000 Dragon 
Swamp Battleguard 1,800/1,500 Warrior 
Time Wizard 500/400 Spelleaster 
Vermillion Sparrow 1,900/1,500 Pyro 
Wings of 700/600 Pyro 

Wicked Flame 


Duelist Teana 

Teana's deck has improved since you left, but she 
still isn't much of a challenge. She likes to use 
fairies, so spice your deck with anti-fairy cards. This 
gives you a slight edge, which you probably won't 
even need. 


Sample Cards: Teana 


Name ATK/DFD Type 
Binding Chain 1,000/1,100 Fairy 
Dark Witch 1,800/1,700 Fairy 
Goddess with 1,200/1,000 Fairy 
the Third Eye 

Gyakutenno Megami 1,800/2,000 Fairy 
Happy Lover 800/500 Fairy 
Hoshiningen 500/700 Fairy 
Key Mace 400/300 Fairy 
Lunar Queen Elzaim 750/1,100 Fairy 
Muse-A 850/900 Fairy 
Mystical Elf 800/2,000 Spellcaster 
Ocubeam 1,550/1,650 ^ Fairy. 
Ray & Temperature 1,000/1,000 ^ Fairy 


1300/1300 Fairy 
800/2,000 Fairy 
250/250 Warrior 


Shining Friendship 
Spirit of the Harp 


Swordsman from 
a Foreign Land 


Tenderness 700/1,400 Fairy 

Wing Egg Elf 500/1300 ‘Fairy 

Winged Egg 1400/1700 Fairy 
of New Life 


You will have the opportunity to duel against 
others before you leave the new Duel Grounds. Take 
this opportunity to add new cards to your deck by 
winning several duels. 


r return to the title screen. 


Pharaoh's Palace 
The Palace 

is all but 
destroyed, 
and nothing 
remains of 
Yami Yugi's 
former life. 
Though it 
appears that 
no one is 
here, a guard stops you if you enter. You can either 
duel the guard or leave the Palace. However, you 
must defeat the soldier to advance the game, so 
get it over with. 

Ancient Egypt has become much tougher since 
you left. You must really step up your deck to win 
from this point forward. Head to Free Duel mode 
and fight the people from the tournament over and 
over until you have a deck sporting cards with 
attacks or defenses in the 2,000-point range. Also, 
reconsider your entire strategy for fusion. As your 
cards become stronger, fusions that you've previ- 
ously relied on may no longer be effective or may 
not work at all. Practice on weaker opponents to 
become familiar with your new deck. 


Sample Cards: Mage Soldier 


Name ATK/DFD Type 
Barrel Rock 1,000/1,300 Rock 
Beautiful Headhuntress 1,600/800 Warrior 
D. Human 1,300/1,100 Warrior 
Dark Titan of Terror 1,300/1,100 Fiend 
Fiend Sword 1,400/800 Warrior 
Gokibore 1,200/1,400 Insect 
Grappler 1,300/1,200 Reptile 
Great Bill 1,250/1,300 Beast 
Hyosube 1,500/900 Aqua 
Invader from 950/1,400 Fiend 
Another Dimension 
Kamion Wizard 1,300/1,100 Spelleaster 
Lord of the Lamp 1,400/1,200 Fiend 
Mabarrel 1,700/1,400 Fiend 
Mystic Clown 1,500/1,000 Fiend 


500/2,000 Beast 
1,380/1,930 Fiend 
1300/1,00 Fairy 


1400/1200 Winged 
Beast 


Terra the Terrible 1,200/1,300 Fiend 
Uraby 1,500/800 Dinosaur 
Water Magician 1,400/1,000 Aqua 
Yado Karu 900/1,700 Aqua 


Prevent Rat 

Reaper of the Cards 
Shining Friendship 

Spirit of the Books 


At King's 
Valley you 
meet Sadin, 
whose family 
has guarded 
the valley for 
generations. 
Sadin has 
been successful 
in keeping 
Heishin out of the valley. You can try to go to your 
parent's tomb, but it's not in King's Valley by order 
of Heishin. If you tell Sadin you want to go to the 
Forbidden Tomb, you are told that Sadin doesn't 
know how to get to it. 


Metropolis 

Pharaoh’s Palace 

Return to the 
Palace and go 
inside the 
destroyed 
buildings. 
When given 
the option, 
choose 
"search" to 
find an 
ancient papyrus. It's a map to the Forbidden Ruins! 


King’s Valley 

— Return to 
King's Valley 
and give 
Sadin the 
map. Sadin 
leads you to 
the Forbidden 
Ruins. Within 
the Forbidden 
2 s Tomb, Sadin 
tells you stories of the ancient sorcerers hiding 
their secrets within the walls. Look at the map on 
the wall to find where Heishin has hidden his 
Millennium items. Unfortunately, you and Sadin 
are not the only ones in the Forbidden Tomb. Now 
that you've found the drawing, new areas are open 
to explore: 


* Meadow Shrine * Sea Shrine 
* Forest Shrine * Mountain 
* Desert Shrine Shrine 


game before going to any of the shrines, 
and always revisit Metropolis after clearing 
a shrine. Challenge the shrines in any order. 


«D» 
J'e 


When you enter 
Meadow Shrine, 
the guard 
challenges 

you to a duel. 
The Field is 
based on 
Meadow, which 
strengthens the 
guard's host of 
Warrior cards. Bring along several Terrain Cards to 
strip your opponent of this advantage, but he will 
change the Field back to Meadow as soon as 
possible. His monsters have an average of 2,200 
points of attack or defense power. You need a 
powerful force, so fusions are critical. Try easy 
fusions, such as high-level Dragon cards with high- 
level Thunder cards to get a power Twin-Headed 
Thunder Dragon with a 2,800-point attack. Because 
the guard uses Warrior cards almost exclusively, 
you can also benefit from having a couple of 
Warrior Elimination (#653) cards. 


Sample Cards: Meadow Mage 


Name ATK/DFD Type 
Armaill 700/1,300 Warrior 
Axe Raider 1,700/1,150 Warrior 
Beautiful Beast Trainer 1,750/1,500 Warrior 
Beautiful Headhuntress 1,600/800 Warrior 
Flame Swordsman 1,800/1,600 ^ Warrior. 
Karbonala Warrior. 1,500/1,200 Warrior 
Millennium Shield 0/3,000 Warrior 
Mysterious Puppeteer —1,000/1,500 Warrior 
Nekogal #2 1,900/2,000 ^ Beast 
Warrior 
Oscillo Hero 1,250/700 Warrior 
Rabid Horseman 2,000/1,700 Beast 
Warrior 
Rhaimundos of 1,200/1,300 Warrior 


the Red Sword 


Rude Kaiser 1,800/1,600. Beast 
Warrior 
Sogen NAINA Magic 
Succubus Knight 1,650/1,300 Warrior 
Swamp Battleguard 1,800/1,500 Warrior 
Swordstalker 2,000/1,600 Warrior 
The Little Swordsman — 800/1,300 Warrior 
of Aile 
Warrior Elimination NAJNA Magic 
Warrior of Tradition 1,900/1,700 Warrior 


Next, you face 
the guardian 
of the plains, 
the High 
Mage Kepura. 
This fellow is 
nasty. He has 
defensive 
cards with 
power as high 
as 3,500. It's nearly impossible to cut through them 
without incredibly powerful cards, but there is a 
trick you can play on Kepura. 

First, get out as many high-powered cards as you 
can and build up a strong defense. Be careful about 
attacking. If you continue attacking shields and 
walls, you'll be taking a lot of damage and may lose 
the battle without ever being attacked. Have 
Raigeki and Warrior Elimination in your deck. When 
you have a sizable force, use one of these cards to 
wipe out all of his defenses and show no mercy. If 
your force is strong enough, you should be able to 
wipe him out in one turn. 


Sample Cards: High Mage Kepura 


Name ATK/DFD Type 
Aqua Madoor 1,200/2,000 — Spellcaster 
B. Skull Dragon 3,200/2,500 Dragon 
Bottom Dweller 1650/1700 Fish 
Crow Goblin 1,850/1,600 Winged 
Beast 
Curse of Dragon 2,000/1,500 Dragon 
Flame Swordsman 1,800/1,600 Warrior 
Gaia the Dragon 2,600/2,100 Dragon 
Champion 
Gaia the Fierce Knight 2,300/2,100 ^ Warrior 
Gate Guardian 3,750/3,400' . Warrior. 
Harpie's Pet Dragon 2,000/2,500 ^ Dragon 
Judge Man 2,200/1,500 Warrior 
Kaiser Dragon 2,300/2,000 ^ Dragon 
Kwagar Hercules 1,900/1,700 Insect 
Red-eyes B. Dragon 2,400/2,000 Dragon 
Skelgon 1,700/1,900 Zombie 
Sky Dragon 1,900/1,800 ^ Dragon 
Spirit of the Mountain 1,300/1,800 ^ Spelleaster 
Swords of NA/NA Magic 
Revealing Light 
Trent 1,500/1,800 Plant 
Wall Shadow 1,600/3,000 ^ Warrior 
When 
you defeat 
High Mage 
Kepura, you 
receive the 
Millennium Eye. 


Once more, 
you must 
battle past a 
guard to 
reach a High 
Mage. This 
time, the Field 
starts as 
Mountain. 

If you use 


Dragons, this terrain makes your deck stronger; 

if you don't use Dragons, take along Terrain Cards 
that benefit the monsters you're using and deny 
this advantage from the guard. It helps to have 

a couple of Dragon Capture Jar (4329) cards in 
your deck. 


Sample Cards: Mountain Mage 


Name ATK/DFD Type 
B. Dragon Jungle King —.2,100/1,800 Dragon 
Blackland Fire Dragon — 1,500/800 Dragon 
Crawling Dragon 1,600/1,400 ^ Dragon 
Crimson Sunbird 2,300/1,800 Winged 
Beast 
Crow Goblin 1,850/1,600 Winged 
Beast 
Darkfire Dragon 1,500/1,250 Dragon 
Dragoness the 1,200/900 Warrior 
Wicked Knight 
Fairy Dragon 1,100/1,200 Dragon 
Fiend Reflection #1 1,300/1,400 Winged 
Beast 
Lesser Dragon 1,200/1,000 Dragon 
Monstrous Bird 2,000/1,900 Winged 
Beast 
Mountain NAJNA Magic 
Oscillo Hero #2 1,000/500 Thunder 
Parrot Dragon 2,000/1300 Dragon 
Punished Eagle 2,100/1,800 Winged 
Beast 
Skull Red Bird 1,550/1,200 ^ Winged 
Beast 
Sky Dragon 1,900/1,800 Dragon 
Swords of NIA Magic 
Revealing Light 
Tripwire Beast 1,200/1,300 Thunder 
Twin-Headed 2,800/2,100 ^ Thunder 
Thunder Dragon 
Tyhone 1200/1400 — Winged 
Beast 


You must 
defeat High 
Mage Atenza 
before you can 
obtain the 
Millennium 
Ring. His deck 
contains very 
powerful 
Winged Beast 
and Dragon cards. Your first goal is to change the 
Field type if you aren't using Dragons and Winged 
Beasts yourself. Then lay down a set of traps while 
trying to bring out creatures powerful enough to 
hold off his attacks. This won't be easy, because 
some of his monsters can cause as much as 3,100 
points of damage without fusions. Have Raigeki and 
Dragon Capture Jars ready to assist in eliminating 
creatures, and you may want to invest some Star 
Chips in Equip Cards to beef up the power of your 
own creatures. 


Sample Cards: High Mage Atenza 


Name ATK/DFD Type 
7-Colored Fish 1,800/800. Fish 
B. Skull Dragon 3200/2500 Dragon 
Crawling Dragon 1,600/1,400 — Dragon 
Faith Bird 1,500/1,100 Winged 
Beast 
Gaia the Dragon 2,600/2,100 ^ Dragon 
Champion 
Giant Flea 1,500/1,200 — Insect 
Kaminari Attack 1900/1400 ^ Thunder 
Mysterious Puppeteer —1,000/1,500 ^ Warrior 
Mystical Elf 800/2,000 Spellcaster 
Pale Beast 1,500/1,200 ^ Beast 
Punished Eagle 2,600/2,300 Winged 
Beast 
Ryu-kishin Powered 1,600/1,200 Fiend 
Seiyaryu 2,500/2,300 ^ Dragon 
Serpent 2,350/2,400 Dragon 
Night Dragon 
Skullbird 1900/1700 Winged 
Beast 
Spike Seadra 1,600/1,300 ^ Sea Serpent 
The Snake Hair 1,500/1,200 Zombie 
Twin-Headed 2,800/2100 ^ Thunder 
Thunder Dragon 
Tyhone #2 1700/1900 Dragon 
Weather Report 950/1,500 Aqua 
Wing Eagle 1,800/1,500 -Winged 
Beast 
After you 
defeat High 
Mage Atenza, 
you receive 
the Millennium 
Ring. 


Again, you 
must battle a 
guard to 
reach the Sea 
Shrine. The 
Field in this 
battle starts 
off as Sea, so 
bring along 
Terrain Cards 
that benefit your own creatures. The guard has 
some strong fusions, such as the Twin-Headed 
Thunder Dragon with an attack near 3,000 points, 
but he primarily uses Fish and Aqua cards. You can 
place a few Eternal Draught (#664) cards in your 
deck to assist in eliminating the Fish monsters. 


Sample Cards: Ocean Mage 


Name ATK/DFD Type 

30,000-Year 1,250/2,100 ^ Aqua 
White Turtle 

Amazon of the Seas 1300/1400 Fish 

Amphibious Bugroth —..1,850/1,300 Aqua 

Bolt Escargot 1,400/1,500 ^ Thunder 


Bottom Dweller 1,650/1,700 Fish 
Crazy Fish 1,600/1,200 — Fish 
Deepsea Shark 1,900/1,600 Fish 
Emperor of the 1,800/1,500 ^ Reptile. 
Land and Sea 
Kairyu-Shin 1,800/1,500 ^ Sea Serpent 
Kaminari Attack 1900/1400 ^ Thunder 
Man-Eating 2,100/1,300 Fish 
Black Shark 
Marine Beast 1,700/1,600 Fish 
Mech Bass 1,800/1,500..— Machine 
Misairuzame 1,400/1,600 Fish 
Roaring Ocean Snake — 2,100/1,800 ^ Aqua 
Takriminos 1,500/1,200 ^ Sea Serpent 
Twin-Headed 2,800/2,100 Thunder 
Thunder Dragon 
Umi NANA Magic 
Water Omotics 1400/1200 Aqua 
Yado Karu 900/1,700 Aqua 


Defeat the 
High Mage 
Secmeton to 
win back the 
Millennium 
Necklace. This 
guy isn't as 
tough as the 
previous two 
High Mages, 


but he has power. His creatures tend to pack a heavy 
defense, but they often come up short on power. 
Change the terrain as soon as possible to benefit your 
own monsters, then lay traps and build up your 
defense. Wipe out his forces by using magic when the 
time is right and quickly take him down. 


Sample Cards: 
High Mage Secmeton 


Name 

Amphibious Bugroth 
Aqua Dragon 

Axe Raider 

Bottom Dweller 
Boulder Tortoise 
Catapult Turtle 
Deepsea Shark 
Kairyu-Shin 


La Jinn the 
Mystical Genie 


ATK/DFD 
1,850/1,300 
2,250/1,900 
1,700/1,150 
1,650/1,700 
1,450/2,200 
1,000/2,000 
1,900/1,600 
1,800/1,500 
1,800/1,000 


Man-Eating Black Shark 2,100/1,300 


Mech Bass 
Millennium Shield 
Musician King 
Queen Bird 


1,800/1,500 
0/3,000 

1,750/1,500 
1,200/2,000 


Rainbow Marine Mermaid 1,550/1,700 
Rock Spirit 

Spirit of the Mountain 
Suijin 

The Bistro Butcher 
Turtle Bird 


l 
1,650/1,900 
1,300/1,800 
2,500/2,400 
1,800/1,000 
1,900/1,700 


Type 

Aqua 

Sea Serpent 
Warrior 
Fish 

Aqua 

Aqua 

Fish 

Sea Serpent 
Fiend 


Fish 
Machine 
Warrior 
Spelleaster 


Winged 
Beast 


Fish 
Spellcaster 
Spellcaster 
Aqua 
Fiend 
Aqua 


With High 
Mage 
Secmeton 
defeated, the 
Millennium 
Necklace is 
yours. 


e 


As you 
approach the 
Forest Shrine, 
another guard 
challenges 
you. This time 
the Field 
starts as 
Forest, and 
the enemy 
makes good use of Insect, Beast, and Beast Warrior 
cards. Take along some different Terrain Cards that 
will benefit your deck, and bring powerful 
creatures. This guy isn't too bad compared to 

what you've already faced, so you shouldn't have 
much trouble. 


Sample Cards: Forest Mage 


Name ATK/DFD Type 
Ancient One of 1,800/1900 Beast 
the Deep Forest 
Battle Ox 1700/10000 ^ Beast 
Warrior 
Battle Steer 1,800/1,300 Beast 
Warrior 
Big Insect 1,200/1,500 Insect 
Dungeon Worm 1,800/1,500 Insect 
Flame Cerebrus 2,100/1,800 Pyro 
Forest NAINA Magic 
Garvas 2,000/1,700 Beast 
Giant Scorpion 1,100/1,000 Insect 
of the Tundra 
Hercules Beetle 1,500/2000 ^ Insect 
Hunter Spider 1,600/1,400 Insect 
One Who Hunts Souls — 1,100/1,000 ^ Beast 
Warrior 
Pale Beast 1,500/1200 ^ Beast 
Perfectly Ultimate 3,500/3000 ^ Insect 
Great Moth 
Prevent Rat 500/2,000 Beast 
Rabid Horseman 2,000/1,700 ^ Beast 
Warrior 
Sleeping Lion 700/1,700 Beast 
Spiked Snail 700/1,300 Insect 
Tiger Axe 1,300/1,100 Beast 
Warrior 
Togex 1,600/1,800 ^ Beast 


To get the 
Millennium 
Key, you 


High Mage 


Anubisius. 
This is a 


has several 


extremely powerful cards, such as the Great Moth 


and Perfectly Ultimate Great Moth. Coupled with 


the Forest Terrain, these creatures can reach power 


levels of seemingly impossible proportions. Your 


first task is to quickly change the battlefield. This 
takes some of the sting out of his Insects. Back up 


your monsters with traps so that if his top-notch 
cards make it onto the Field, you can easily 
eliminate them. Finally, be sure to include an 
Eradicating Aerosol (#662) card and some others 
that can wipe out his Insects in a single shot. 


Sample Cards: 
High Mage Anubisius 
Name ATK/DFD Type 
Arma Knight 1000/1200 Aqua 
Battle Steer 1,800/1,300 ^ Beast 
Warrior 
Behegon 1350/1000 Aqua 
Binding Chain 1,000/1,100 Fairy 
Dimensional Warrior ^ 1,200/1,000 Warrior 
Dungeon Worm 1,800/1,500 ^ Insect 
Fairy Dragon 1,100/1200 ^ Dragon 
Flame Cerebrus 2,100/1,800 Pyro 
Giant Flea 1,500/1,200 Insect 
Great Moth 2,600/2,500 Insect 
Hercules Beetle 1,500/2,000 Insect 
Horn Imp 1,300/1,000 Fiend 
Hunter Spider 1,600/1,400 Insect 
Kamakiriman 1,150/1,400 . Insect 
Kamion Wizard 1300/1100. — Spelleaster 


Millennium Golem 2,000/2200 ^ Rock 


Mystical Sand 2,100/1,700 Roch 

Perfectly Ultimate 3,500/3,000 ^ Insect 
Great Moth 

Saggi the Dark Clown — 600/1,500 Spellcaster 

Shining Friendship 1,300/1,100 Fairy 

Shovel Crusher 900/1,200 Machine 

Supporter in 1,000/1,000 Warrior 
the Shadows 

Swords of NAJNA Magic 


Revealing Light 


get the 
Millennium 
Key. You're 


A gets 
B the Millennium K 


must defeat 


very difficult 
battle. Anubisius 


After winning 
the battle, you 


almost done. 


By now, 
fighting 
guards at 
the shrines 
should be old 
hat. Change 
the Field to 
assist your 
creatures 
and rob the 


enemy of the Wasteland enhancements given to 
his creatures. Make good use of magic and traps 
to keep your opponent off balance as you pound 
him into the ground. 


Sample Cards: Desert Mage 


Name 


ATK/DFD 


Armored Zombie 

Barrel Rock 

Corroding Shark 
Dragon Zombie 

Ghoul with an Appetite 
Giant Soldier of Stone 


Graveyard and the 
Hand of Invitation 


Great Mammoth 
of Goldfine 


Little D 

Megazowler 
Minomushi Warrior 
Mystical Sand 

Rock Ogre Grotto #1 
Sand Stone 

Shadow Ghoul 
Skelgon 

Stone Ogre Grotto 
Sword Arm of Dragon 
The Snake Hair 
Two-Headed King Rex 
Wasteland 

Wood Remains 


1,500/0. 
1,000/1,300 
1,100/700 
1,600/0 
1,600] 1,200 
1,300/2,000 
700/900 


2,200/1,800 


1,100/700 
1,800/2,000 
1,300/1,200 
2,100/1,700 
800/1,200 
1,300/1,600 
1,600/1,300 
1,700/1,900 
1,600/1,500 
1,750/2,030 
1,500/1,200 
1,600/1,200 
NAINA 
4,000/900 


Type 
Zombie 
Rock 
Zombie 
Zombie 
Zombie 
Rock 
Zombie 


Zombie 


Dinosaur 
Dinosaur 
Rock 
Rock 
Rock 
Rock 
Zombie 
Zombie 
Rock 
Dinosaur 
Zombie 
Dinosaur 
Magic 
Zombie 


Defeat the 
High Mage 
Martis to 
obtain the 
Millennium 
Scales. His 
deck is strong, 
but not as 
strong as the 
last High 
Mage you faced. He doesn't really control any 
creatures that are absolutely devastating. 
Nonetheless, use caution. Change the terrain 

and try to bring out creatures with an attack or 
defense of more than 2,500. This is enough to halt 
Martis's attack. 


Sample Cards: High Mage Martis 


as High Mage Martis 
$ Lord of the Desert 


Name ATK/DFD Type 
Dark Magician 2,500/2100 Spelicaster 
Dragon Seeker 2,000/2100 Fiend 
Gemini Elf 1,900/900 Spellcaster 
Ghoul with an Appetite 1,600/1,200 ^ Zombie 
Great Mammoth 2200/1800 ^ Zombie 
of Goldfine 
lil Witch 1,600/1,500 ^ Spellcaster 
Judge Man 2,200/1,500 ^ Warrior. 
Kazejin 2,400/2,200  Spellcaster 
Labyrinth Wall 0/3,000 Rock 
Megazowler 1,800/2,000 ^ Dinosaur 
Musician King 1750/1,500 ^ Spellcaster 
Mystical Sand 2100/1700 ^ Rock 
Pragtical 1,900/1,500 ^ Dinosaur 
Rogue Doll 1,600/1,000 ^ Spellcaster 
Ryu-kishin Powered 1,600/1,200 Fiend 
Shadow Ghoul 1,600/1300 ^ Zombie 
Skelgon 1700/1900 ^ Zombie 
Soul Hunter 2200/1800. Fiend 
Stone D. 2,000/2300 ^ Rock 
Sword Arm of Dragon — 1750/2030 Dinosaur 
Ushi Oni 2,150/1,950 Fiend 
Wasteland NAINA Magic 
Whiptail Crow 1,650/1,600 Fiend 
Yaranzo 1,300/1,500 Zombie 
Zoa 2,600/1,900 Fiend 


Now that you 
have all the 
Millennium 
items, return 
to the Hidden 
Duel Grounds 
and talk 

to Jono. 
Unfortunately, 
while you 
were away, Seto and the mages came and 
kidnapped Teana! But Teana is not really who they 
want-they want you! 


Vast Shrine 


To reach 
Teana, you 
must duel your 
way past the 
Labyrinth 
Mage guarding 
the gate. This 
guy has a few 
good cards in 
his deck, but 
you can vanquish them with traps or cards with 
around 2,800 attack points. The only big sticking point 
is his strong defensive cards with as much as 3,000 
defense points. Still, he isn't much tougher than what 
you've faced before. Keep switching the terrain so that 
it's in your favor, and it gives you enough power to 
push your way through. 


Sample Cards: Labyrinth Mage 


Name ATK/DFD Type 
Acid Trap Hole NAJNA Trap 
Akihiron 1,700/1,400 ^ Aqua 


Amphibious Bugroth 
Boulder Tortoise 
Destroyer Golem 


4880/1300 Aqua 
1,450/2,200 ^ Aqua 
1,500/1,000 — Rock 


Emperor of the 1,800/1500 ^ Reptile 
Land and Sea 

Fake Trap NAJNA. Trap 

Gate Guardian 3,750/3,400 ^ Warrior 


Giant Turtle Who. 
Feeds on Flames 


1400/1800 ^ Aqua 


Great Mammoth 2,200/1,800 ^ Zombie 
of Goldfine 
High Tide Gyojin 1,650/1,300 ^ Aqua 
Kaminari Attack 1900/1400 ^ Thunder 
Kazejin 2,00/2200 ^ Spellcaster 
Labyrinth Tank 2,400/2,400 ^ Machine 
Labyrinth Wall 0/3,000 Rock 
Magical Ghost 1300/1400 ^ Zombie 


Millennium Golem 
Minomushi Warrior 
Roaring Ocean Snake 


2,000/2200 Roch 
1300/1200 ^ Rock 
2,100/1,800 Aqua 


Sanga of the Thunder —2,600/2200 ^ Thunder 
Temple of Skulls 900/1,300 Zombie 
The Immortal of Thunder 1,500/1,300 Thunder 
Toon Alligator 800/1,600. Reptile 

Tripwire Beast 1,200/1,300 ^ Thunder 
Twin-headed 2800/2100 ^ Thunder 

Thunder Dragon 

Wall Shadow 1,600/3,000 ^ Warrior 
Yado Karu 900/1,700 Aqua 


After you defeat the Labyrinth Mage, go right, 
right, left, and right to reach the end of the 
labyrinth. If you don't follow the directions, you'll 
end up in another duel. 


When you 
reach the end, 
Seto is 
waiting for 
you with 
Teana. 
However, 
according to 
Seto, he did 
not kidnap 
Teana to lure Yugi into a duel, but rather to lead 
him to Heishin! Take the chance and move forward 
to battle Heishin. According to Seto, the mages 
ahead are sworn to protect Heishin. 


The first of 
the mages, 
Sebek the 
Powerful, 
fights on a 
Dark Field and 
makes 
excellent use 
of traps. 
Getting past 


him requires serious strategy. Use weaker creatures 
to trigger his Trap Cards, and save your best 
monsters for times when the Field is clear. You can 
also use Harpie's Feather Duster (#672) to clear the 
Trap Cards from play. 


Sample Cards 
Guardian Sebek the Powerful 


Name ATK/DFD Type 
Barox 1,380/1,530 Fiend 
Blue-Winged Crown —1,600/1,200 ^ Winged 
Beast 
Bolt Escargot 1,400/1,500 Thunder 


Castle of Dark Illusions 920/1,930 Fiend 


Catapult Turtle 1,000/2,000 Aqua 
Crawling Dragon 1,600/1,400 ^ Dragon 
Cyber Soldier 1,500/1700 ^ Machine 
Doma the Angel 1,600/1,400 ^ Fairy 

of Silence 
Fake Trap NAINA Trap 
Fiend Kraken 1,200/1,400 ^ Aqua 
Gatekeeper 1,500/1,800 Machine 
Great Mammoth 2200/1800 ^ Zombie 

of Goldfine 
Labyrinth Tank 2,400/2,400 . Machine 
LaMoon 1200/1700 ^ Spellcaster 
Machine King 2,200/2,0000 Machine 
Mech Bass 1,800/1,500 ^ Machine 
Metal Dragon: 150/1700 Machine 
Metal Fish 1,600/1,900 ^ Machine 
Metalzoa 3,000/2300 . Machine 
Millennium Shield 0/3,000. Warrior 
Octoberser 1,600/1,400 ^ Aqua 
Ogre of the 1,200/1,400 ^ Beast 

Black Shadow Warrior 
Rogue Doll 1,600/1,000 ^ Spellcaster 
Royal Guard 1900/2200 ^ Machine 
Skelgon 1700/1900 ^ Zombie 
Steel Ogre Grotto 41 ^ 1,400/1,800 ^ Machine 
Two-Headed King Rex. 1,600/1,200 — Dinosaur. 


Neku the 
Skillful is 
much tougher 
than Sebek. 
He also uses a 
Dark Field at 
the start, and 
his creatures 
benefit a 
great deal 
from its effects. First, get out a creature with an 
attack of more than 3,000 points—it doesn't matter 
if this is through fusion or an Equip Card. Second, 
change the terrain to your advantage. This makes 
the battle much more manageable, but don't be 
surprised if Neku switches it back to Dark. Traps 
can also help a lot, but Acid Holes are often too 
weak to be of use. 


B last xe met 


Sample Card: 


Guardian Neku the Skillful 


Name ATK/DFD Type 
7-Colored Fish 1,800/800 Fish 
Aqua Madoor 1,200/2000 ^ Spellcaster 


Bickuribox 2,300/2,000 Fiend 
Castle of Dark Illusions 920/1,930 Fiend 
Cyber Soldier 1,400/1,200 Machine 
of Darkworld 
Dark Artist 600/1,400. Fiend 
Dark Magician 2500/2100 — Spellcaster 
Dark Rabbit 1,100/1,500 ^ Beast 
Dragon Seeker 2,000/2,100 Fiend 
Faith Bird 1,500/1,100 Winged 
Beast 


Fiend's Mirror 
Giant Red Seasnake 


2,100/1,800 Fiend 
1,800/800 Aqua 


Kazejin 2,400/2,200 Spellcaster 
King of Yamimakai 2,000/1,530 Fiend 
La Jinn the 1,800/1,000 Fiend 


Mystical Genie 


Lord of the Lamp 1,400/1,200 Fiend 


Mabarrel 1,700/1,400 Fiend 
Metal Guardian 1,150/2,150 Fiend 
Morinphen 1,550/1,300 Fiend 
Mystical Elf 800/2,000 Spellcaster 
Reaper of the Cards 1380/1930 Fiend 
Rhaimundos of 1,200/1,300 Warrior 
the Red Sword 

Rock Spirit 1,650/1900 — Spellcaster. 
Ryu-kishin Powered 1,600/1,200 Fiend 
Skull Knight 2,650/2250 ^ Spellcaster 
Spirit of the Winds 1,700/1400 ^ Spellcaster 


The Bistro Butcher 1,800/1,000 Fiend 
Whiptail Crow. 1,650/1,600 Fiend 
Yami NAJNA Magic 


Heishin 

at last! 

A powerful 
deck is 
required 

to defeat 
Heishin. 
This is one 
seriously 
challenging 
battle. He uses extremely powerful creatures, and 
decks that could defeat the previous enemies may 
not even stand a chance against him. 

You need some strong creatures, such as Blue- 
Eyes White Dragon, B. Skull Dragon, or even Gate 
Guardian. You may or may not have these cards 
depending on how much you've been playing in 
Free Duel. Try using Ritual Cards if you don't have 
the Monster Cards. They aren't easy to play, but it 
may be your only chance. Otherwise, you need 
Swords of Revealing Light to pause the action and 
give yourself time to set up an effective defense, 
lots of magic to boost your monsters, and some 
really good fusions. This is going to be hard no 
matter what. 


Sample Cards: Heishin 


2 how all t 
3 gathered as oi 


Name ATK/DFD Type 
Aqua Dragon 2,250/1,900 Sea Serpent 
B. Skull Dragon 3,200/2,500 Dragon 


Bickuribox 2,300/2,000 Fiend 
Blue-eyes White Dragon 3,000/2,500 Dragon 
Dark Magician 2,500/2,100 ^ Spellcaster 
Dragon Seeker 2,000/2,100 Fiend 
Empress Judge 2,100/1,700 — Warrior 
Exodia the Forbidden ^ 1,000/1,000 ^ Spellcaster 
Gaia the Fierce Knight 2,300/2,100 Warrior 
Gate Guardian 3,750/3,400 Warrior 
Left Arm of the 200/300 Spellcaster 
Forbidden One 
Meteor B. Dragon 3,500/2,000 Dragon 


2,000/2200 Rock 
Mystical Sand 2,100/1,700 ^ Rock 
Princess of Tsurugi 900/700 Warrior 
Queen of Autumn Leaves 1,800/1,500 Plant 


Millennium Golem 


Raigeki NAINA Magic 

Red-eyes B. Dragon 2,400/2,000 Dragon 

Right Arm of the 200/300 Spellcaster 
Forbidden One 

Right Leg of the 200/300 Spellcaster 


Forbidden One 


Rose Spectre of Dunn — 2,000/1,800 — Plant 


Skelgon 1700/1900 ^ Zombie 

Thousand Dragon 2,400/2,000 ^ Dragon 

Twin-headed 2,800/2,100 Thunder 
Thunder Dragon 

Ushi Oni 2,150/1,950 Fiend 

Wall Shadow. 1,600/3,000 ^ Warrior 


Zera the Mant 2800/2300 Fiend 


After you defeat Heishin, Seto appears once more. 
Now that all of the items have gathered as one, Seto 
wants to travel to the Forbidden Ruins. It appears 
that you have aided Seto in his own plans; gathering 
all of the Millennium items and defeating Heishin 
was exactly what Seto needed you to do to clear the 
path for him. The Millennium items are an 
agreement for tapping the powers of darkness. With 
these items, Seto plans to summon the Dark Lord. 
You must defeat Seto to stop him from doing this. 

This guy is even tougher than your last duel. He 
has insanely powerful creatures, magic, and traps. 
You must take control of this duel from the 
beginning and have a wide arsenal of cards available 
to you. You must have some of the strongest 
monsters in the game, and you'll need counter magic 
for Raigeki, as well as trap counters. It wouldn't hurt 
to include a healing card or two. This battle will be 
fast no matter which way it goes. Hit him hard and 
don't let up, and you can win. 


Sample Cards: Seto 


Name ATK/DFD Type 
B. Skull Dragon 3,200/2,500 Dragon 
Blue-eyes 4,500/3,800 ^ Dragon 
Ultimate Dragon 
Blue-eyes White Dragon 3,000/2,500 Dragon 
Gate Guardian 350/3400 Warrior 
Labyrinth Tank 2400/2400 ^ Machine 
Metalzoa 3,000/2,300 — Machine 
Meteor B. Dragon 3,500/2000 ^ Dragon 
Sanga ofthe Thunder —2,600/2200 ^ Thunder 
Shadow Spell NAJNA Magic 
Suijin 2500/2400 Aqua 
Twin-headed 2,800/2,100 Thunder 
Thunder Dragon 
Wall Shadow 1,600/3,000 Warrior 
Widespread Ruin NAINA Trap 
Zoa 2,600/1900 Fiend 


After you defeat Seto, you must make a choice: 
Either destroy the Millennium items to prevent 
anyone from ever having access to them and 
attempting to bring back the Dark Lord, or hold on 
to them. Whether or not you decide to destroy the 
items, Heishin once again appears, revealing his 
staged defeat in order to trap Seto and his treach- 
erous ways. 


If you give the items to Heishin in order to spare 
Seto's life, Heishin will call upon the DarkNite. Even 
if you refuse Heishin's demands, you'll continue to 
get the same response. You have no choice but to 
hand over the Millennium items. With Heishin now 
in possession of all the Millennium items, he calls 
forth the DarkNite. However, the DarkNite isn't 
ready to comply with the wishes of Heishin. 

The DarkNite will leave only after a friendly duel. 
You have no choice here, so choose your cards 
wisely. The Field has no terrain advantage at the 
start of the battle. You're really going to put your 
deck to the ultimate test now. There's no perfect 
way to win. You must rely on having the best cards 
and knowing how to use them. Remember to use 
Healing, Equip, Magic to eliminate his creatures, 
Trap, and Terrain Cards. You need every advantage 
you can get. 


Sample Cards: DarkNite 


Name ATK/DFD Type 
B, Skull Dragon 3,200/2,500 Dragon 
Blue-Eyes White Dragon 3,000/2,500 Dragon 
Cosmo Queen 2,900/2,450 ^ Spelicaster 
Crimson Sunbird 2,300/1,800 Winged 
Beast 
Dark Witch 4,800/1,700 Fairy 
Gaia the Dragon 2,600/2,100 ^ Dragon 
Champion 
Harpie's Pet Dragon 2,000/2,500 ^ Dragon 
King of Yamimakai 2,000/1,530 Fiend 
Megamorph NA/NA Equip 
Megazowler 1,800/2000 Dinosaur 
Meteor B. Dragon 3,500/2000 Dragon 
Mountain NA/NA Magic 
Punished Eagle 2,100/1,800 Winged 
Beast 
Red-Eyes B. Dragon 2,400/2,000 Dragon 
Reverse Trap NAINA Trap 
Shadow Spell NA/NA Magic 
Summoned Skull 2,500/1,200 Fiend 
Swords of NAINA Magic 
Revealing Light 
Swordstalker 2,000/1,600 Warrior 
Widespread Ruin NAINA Trap 


If you defeat the DarkNite, you'll find that he's not a 
good loser. After his transformation, you are forced 
into one final duel. This is it. Either you win here, or 
it's all the way back outside the temple for you. 


This deck has no weakness, and it has every card 
you could own. Do your best, play smart, and don't 
give him even a moment to breath. Use counters 
wisely and play on what you already know. You 
should be able to tell when he's trying to lure your 
best creature into a trap, so diffuse the situation. 
Don't give up, and you can be the greatest duelist 
of all time. 


Sample Cards: Nitemare 

Name ATK/DFD Type 

B. Skull Dragon 3,200/2,500 ^ Dragon 

Black Luster Soldier  3,000/2,500 ^ Warrior 

Blue-eyes 4,500/3800 ^ Dragon 
Ultimate Dragon 

Bracchio-Raidus 2,200/2,000 ^ Dinosaur 

Chakra 2,450/2,000 Fiend 

Cosmo Queen 2900/2450  Spellcaster 

Crab Turtle 2,550/2,500 — Aqua 


Firewing Pegasus 2,250/1,800 ^ Beast 


Gaia the Dragon 2,600/2,100 ^ Dragon 
Champion 
Gaia the Fierce Knight 2,300/2,100 ^ Warrior 
Garma Sword 2,550/2,150 Warrior 
Gate Guardian 3,750/3,400 Warrior 
Great Mammoth 2,200/1,800 Zombie 
of Goldfine 
Kaiser Dragon 2,300/2000 ^ Dragon 
Labyrinth Tank 2400/2400 ^ Machine 
Metalzoa 3,000/2300 ^ Machine 
Meteor B. Dragon 3,500/2000 ^ Dragon 
Mikazukinoyaiba 2200/2350 ^ Dragon 
Millennium Golem 2000/2200 Rock 
Royal Guard 1900/2200 ^ Machine 
Sanga of the Thunder —2,600/2200 ^ Thunder 
Seiyaryu 2,500/2,300 ^ Dragon 
Sengenjin 2,750/2,500 ^ Beast 
Warrior 
Soul Hunter 2,200/1,800 Fiend 
Suijin 2,500/2,400 Aqua 
Thousand Dragon 2,400/2,000 ^ Dragon 
Tri-horned Dragon 2,850/2350 ^ Dragon 
Twin-headed 2,800/2,100 ^ Thunder 
Thunder Dragon 
Wall Shadow. 1,600/3000 ^ Warrior 
Zoa 2,600/1900 Fiend 


After you defeat the DarkNite, life begins to return to 
normal. Seto left the ruins, never to be seen again. 
Egypt was unified once again under Yugi's rule. To 
protect mankind, he ordered the Forbidden Ruins to 
be buried, and he became the greatest of all 
pharaohs, bringing prosperity to all he ruled. The vile 
mages were no more. That is the tale of Yu-Gi-Oh. 


Prima's Official Strategy Guide 


Ç d Li t In this section we list all of the cards found in Yu-Gi-Oh! Forbidden Memories. The cards are in numerical order for easy reference. Please note that 
ar S there is a separate and very different list for Yu-Gi-Oh! Dark Duel Stories in Part 2 of the guide. 


1 SC A very elusive creature that looks 
An extremely rare card with unsur- like a harmless statue until it 
passed attack and defense power. attacks. 


d'DECGE 2 EG Capable of firing cannonballs from 
Ghostly beast that appears in the its mouth for long-range Eege 
wasteland and is particularly troublesome eui ruis 


when faced in large numbers. 


A delicate elf that lacks in offense A playful little imp that lurks in the 


A bull monster often found in the 


if dark, waiting to attack an unwary aa woods, Charges enemy monsters 
but has a terrific defense backed by enemy, | with a pair of razor-sharp horns, 
mystical power. A dragon that dwells in the depths 


of darkness. Its defensive capability 
suffers from its poor eyesight. 


d Deseri n | 
A one-eyed behemoth with thick, A dragon commonly found guarding 
powerful arms made for delivering mountain fortresses. Its signature 


punishing blows. attack is a sweeping dive from out 
of the blue. 


A fighter gifted with the power of 

a fire. Attacks enemies with a sword 
LA je that launches flames. 

With a body covered in sword-like 

thorns, nothing dares stand in the 


way of this monster when it charges. 


A sorcerer capable of bending time 
to his will. Though not powerful at 
first glance, appearances can be 
deceiving. 


Much more than just a child, this 
dragon is gifted with untapped 
power. 


Found in moist areas, this monster 
launches poison spores against its 
enemies. 


This creature is armed with a spiked 
club that can destroy almost 
anything in its path. Rumored to 
have a brother that is just as 
destructive. 


Card List 


A forbidden limb sealed by magic. 
Whoever breaks this seal will know 
infinite power. Only one card of this 
type may be included in a deck. 


A small imp that dwells in the dark. 
Its single horn makes it a formidable 
opponent. 


A solid warrior that can move 
swiftly over rough terrain. 


Once combined with arms and legs, 
this monster is freed from its 
magical chains. Only one card of 
this type may be included in a deck. 


A forbidden limb sealed by magic. 
Whoever breaks this seal will know 
infinite power. Only one card of this 
type may be included in a deck. 


A forbidden limb sealed by magic. 
Whoever breaks this seal will know 
infinite power. Only one card of this 
type may be included in a deck. 


A forbidden limb sealed by magic. 
Whoever breaks this seal will know 
infinite power. Only one card of this 
type may be included in a deck. 


A monster with tremendous power. Pa EEES 
Destroys enemies with a swing of 3 5 Fs x 

ISAC A deceptively fragile-looking 
skeleton warrior that is known for 
its swift and precise attacks. 


An entity with dark powers for 
confusing the enemy. Among the 
FIEND class of monsters, this is a 
pretty rare card. 


ast Warrior 


What this creature lacks in size, it 


makes up for in defense when IS ^ 
battling in the meadow. A vicious, fire-breathing dragon 


whose wicked flames corrupt the 
souls of its victims. 


A monster worm created by the 
powers of darkness. It suddenly 
appears from under the ground to 
attack its enemies, 


Protected by a solid body of rock, 
this creature throws a bone- 
shattering punch. 


An unusual and rarely seen twi 
headed dragon. 

A skeletal ghost that isn't strong but 

can mean trouble in large numbers. 
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For this club-wielding warrior, there | Ca j | iD s HE EE 


is no other outcome to battle than A warrior's prowess combines with a An elf, who learned to wield a Attacks its enemies with thunder. s| 
victory or defeat. 


dragon's speed to create a powerful sword, baffles enemies with 
offensive force. lightning-swift attacks. 


tough hide deflects 
just about any attack. 


This clown appears out of nowhere 
and executes some very strange 
moves to avoid enemy attacks, 


A knight mounted on a horse that 
travels faster than the wind. His 
battle charge is a force to be 
reckoned with. 


Not as tough as it looks in terms of 
defense. This monster's sharp horn 
gives it an edge when attacking. 


The ultimate wizard in terms of 


A vel avera e-looking fighter with | 
attack and defense. MEIWavVerag Ing fig 


Lari riptio | an unusually high attack factor. 
A wicked dragon that taps dark 
forces to execute a powerful attack. 


A compact, three-eyed monster 
that is dangerous when faced in 
the dark. 


‘d De: 4 
d l 


il: A unique doll gifted with mystical 

U Descriptio | power. Particularly powerful when 
A jar carved with strange patterns. attacking against dark forces. 
It has a particularly high defense 
factor. 


A monster with the head of a 
poisonous snake. One look will turn 
an unwary opponent to stone. 


A giant ant that dwells in the 
jungle. Powerful in terms of both 
ATK and DEF factors. 


Ca s 1 
A huge bee with exceptional 
strength. Particularly dangerous 
when a swarm is encountered. 


Usually found traveling in swarms, 
this creature's ideal environment is 
the forest. 


A large, spherical roach that attacks 


its enemies by rolling over them. 
Its tough defense makes it a formi- 
dable foe. 


A lizard with a very tough hide and 
a very vicious bite. 


A massive beetle with a tough hide 
and a dangerous horn. 


A giant blood-sucking flea that's 
devastating when attacking. 


Not much in its larval form, this. 
creature is a force to be reckoned 
with when it grows to become a 
colossal moth. 


Card List 


A powerful creature of the forest, 
this huge moth attacks its enemies 
by spreading poison dust with its 
wings. 


By itself, this small creature may 
not seem like much. But in the dark, 
it attacks in numbers as a formi- 

dable force. 


A mammoth that protects the 
gravesite of its pack. It's absolutely 
merciless when facing grave 
robbers. 


A giant white shark with razor- 
sharp teeth. 
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A rarely seen wolf with a powerful 
nose for catching the scent of an 
enemy. 


A human-shaped animal with wings. 
Beautiful to watch, but lethal when 
engaged in battle. 


Three fierce sisters who relentlessly 
attack as a team. 


A fast and powerful axe-wielding 
beast warrior. 


A snow wolf that's beautiful to the 
eye but absolutely vicious in battle. 


A man-hunter with powerful arms 
that can crush boulders. 


The final incarnation of the ultimate 
insect, the Great Moth! 


An axe-swinging beast warrior with 
the head of a dragon. 


mla 
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A dragon that has grown and 
developed over a thousand years. 


A massive squid that suddenly 
appears from the depths of the sea 
to attack unwary enemies. 


An almost invisible, semi-trans- 
parent jellyfish that drifts in the sea, 


This creature is capable of instantly 
evolving larvae into adults. 


A sea dragon that's referred to as 
the "King of the Ocean." It attacks 
its enemies with huge tidal waves. 


A devious snake with a thick body 
that wraps around an enemy monster 
and squeezes the life out of it. 


A giant warrior made of stone. A 
punch from this creature has earth- 
shaking results. 


A meat-eating plant that is 


when approached. 


jupiter 


attractive to the eye but dangerous 


this creature. 


A vicious crocodile with intelligence. 
Hard scales form a natural armor for 


An axe-wielding monster of 


tremendous strength and agility. 


Nothing stands in the way of this 
spike-covered dinosaur. 


Fast on its feet, this dinosaur rips 
enemies to shreds with its sharp. 
claws. 


Card List 


Prefers to face enemies one-on-one. 
His swiftly drawn blade delivers a 
quick and immediate finish. 


A powerful dragon with teeth that Wields the power of darkness to Well-protected by its shell, this 
can grind almost anything to dust. destroy its enemies. monster flings projectiles from its 
catapult. 


This creature flies through the dark, 


iar attacking its enemies with its long, J Deseri | A weakened dragon that can no 
pal el ETM anon hairy VOR TE gi cm longer fly, but is still a formidable 
actor. ses her mystical power to protect force to be reckoned with. 
the weak and provide spiritual 
support. 


A performer in the Dark Circus, this 
clown drains the strength of its 
enemies with strange dances. 


MTA Nurs generate A fire-breathing monster that dwells 
darkness to envelop all that exists in the netherworld. 
around it. 


Half man and half horse, this 
monster is known for its extreme 
speed. 


| La le: A fiend guarding the treasures of 
This monster boasts a strong the netherworld. Its defense is 
defense and a massive scythe that particularly high in a dark 
cuts through almost anything. environment. 


A warrior raised from the beyond. 
Blindly swings a sharp blade with 
devastating force. 
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A dragon revived by sorce 
breath is highly corrosive. 


A clown revived by the powers of 
darkness. Its strange dance has sent 
many monsters to their ends. 


This pumpkin king strikes at its 
enemies with its long tentacles. 


Soaring over its enemies on wings 
of crimson fire, this monster attacks 
by blasting flames from its body. 


A shadow mask created by the 
hands of a dark mage. 


An indestructible, wicked mirror that 
blocks enemy attacks. 


A curtain woven by the hands of a 
sorcerer. It is said to enhance the 
power of magic-users. 


A deceivingly small creature that is 
so vicious it attacks both friend and 
foe without discretion. 


A spirit of the wind that freely sails 


the skies. Known to generate storms 
when it's in a bad mood. 


Uses both its physical and shadow 
forms to attack, making it a difficult 
creature to overcome. 


| i 
A final resting place that enhances 
the power of the doomed and drains 
that of the living. 


A vile monster that fuels its power 
by draining the essence of life from 
its opponents. 


Entirely gray, this beast has rarely 
been seen by mortal eyes. 


A gentleman thief that eludes the 
law despite the fact that he sticks 
out like a sore thumb with his silk 
hat and white cape. 


and wields a mighty sickle. 


A very toxic creature that induces 
nightmares and attacks its victims 


with four poison-tipped stingers. 


Card List 


Frequently found sleeping, this A bird with a very long tail that 
monster is very dangerous when attacks with a light that emanates 
awakened. from its entire being. 


A spirit of the books with infinite 
knowledge and an endless variety of 
attack strategies. 


A mysterious creature known as the 
king of warriors, but nobody has 
lived long enough to tell how it 
earned its reputation. 


This dragon is conjured from a 
picture scroll to attack enemies, It 


A cute elf that assists against has a pretty low defense factor. 


enemies while remaining hidden 
from sight. 


A vicious flower raised from 
polluted soil and fertilized by dark 
forces. 


A silent and swift warrior special- 
izing in sneak attack. 


An engine of destruction discovered 
ard U 1p1 in the ruins of an ancient 

The mysterious dance of this civilization. 

creature draws its enemies into 

eternal slumber. 


A sorcerer who lives on the moon 
and attacks opponents with the 
power of lunar light. 


© 
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A child-like creature that controls a 
sleep spirit to beckon enemies into 
eternal slumber. 


This monster is capable of manipu- 

lating the weather. This power is the 
reason behind the changing climate 
of mountains, 


I 


A strange creature with the head of 
a fish and the tentacles of an 


octopus that attacks its enemies 
with spears. 


A zombie that suddenly appeared 
from plat #13—supposedly an empty 
grave. 
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A warrior protected by a shell that 
can even deflect the heat of burning 


A mystical chain that is believed 
capable of binding its enemies and 
preventing their attacks. 


Long arms reach out from the 
Swamp of Chaos to drag in enemy 
creatures. 


Dressed in a nig} jack tuxedo, thi 
creature presides over the doomed. 


Twisting the fabric of reality, arms 
stretch out from another dimension 
to attack opponents. 


A granite warrior with a dragon's 
soul wields a powerful sword 
against all enemies. 


A creature rumored to turn enemies 
into zombies with a strange ray that 
emanates from its eggs. 


Thousands of years old, this frog 
wizard attacks enemies with an 
army of tadpoles. 


Evolving from the powers of 
darkness, this snail has arms and 
legs that allow swift attacks against 
its enemies. 


Attacks enemies with fire-related 


spells, such as the "Sea of Flames” 
and the "Hall of Fire." 


The first in a line of golems that 
appears almost anywhere from. 
within a dimensional ring, 


Controls the air currents to create 
violent winds and tornadoes to blow 
away its enemies. 


Card List 


lack-caped thief who A giant that appears from a mystic A living spirit that preys on the 
wields a magic cane. lamp and follows the orders of the living essence of enemies. 
lamp's owner. 


A mysterious creature that dwells 


A weird temple of skulls and bones itta TE sea 


that sucks the living essence of all 
those who dare approach it. 


Coiling its serpentlike body, this 
creature spins and attacks with its 


A fast-moving, birdlike creature that 2 
snapping beak. 


strangles an opposing monster with 
its long, thin arms. 


A warrior hidden within an egg A warrior armed with the Sword of 
that attacks enemies by flinging Crimson Flames. Uses fire to bind 
eggshells. the movement of its enemies. 


A living suit of armor that attacks Specializing in combination attacks, 
enemies with a bone-jarring tackle. this warrior uses magnetism to 
block an enemy's escape. 


A creature that melts into the earth, 
melds with an opponent's shadow, 
and attacks from below. 


A living shadow that dwells in the 
realm of darkness. It paralyzes its 
enemies to prevent attacks. 
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Specializing in combination attacks, 
this warrior is equipped with a 
tough, magnetically coated armor. 


Prima's Official Strategy Guide 


The hand of final judgment is 
capable of intense attacks against 
the enemy. 


A parasite brain that preys on the 
knowledge and intelligence of its 
opponents. 


An unusual creature with sapphire 
eyes that creates visions to confuse 
the enemy. 


A vile entity that deceives enemies 
into walking a path of destruction. 


De 
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A puppet master that manipulates 
enemies during battle. 


Scorching flames that wipe out 


enemies in the blink of an eye. 


King of the netherworld. It's said 
that he once had the power to rule 
over the dark. 


This creature manipulates light to 
eliminate all traces of its 
appearance. 


A spirit that soothes the soul with 
the music of its glorious harp. 


A twister that runs rampant in the 
wastelands cutting its enemies with 
blades of wind. 


This creature is covered with 
hypnotic eyes for mesmerizing its 
enemies. 


Exiled from reality, this creature is 
adept at fighting in the dark. 


d Desc 
A strange warrior who manipulates 
three fearsome blades with both 
hands and its tail. 


A winged eye enveloped in flames 
that attacks enemies with fire. 


Card List 


A vicious turtle with a spiked shell. Emits a dazzling light from its | This warrior confuses and destroys A monstrous cat with wings and a 


crystal to blind its enemies. enemies by adopting their images. long, striking tail. 


Stretching arms and razor-sharp 
claws make this monster a 
formidable opponent. 


mincemeat out of opponents with a 
sharp scythe. 


Protected by thunder, this dangerous 


cloud attacks its enemies with 
acid rain. 


| C Ion A creature with an abdominal portal 
A thin and reedy creature protected used for summoning monsters from 
by sacred power. the netherworld. 


A maiden in the flower blossoms 
spreads poisonous pollen against 
Opponents. 


An ugly creature with two heads 
and a mouth for blasting laser 
beams. 


Uses amazing sleight-of-hand to 
fool and destroy its enemies. 
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A tiger encased in a protective shell 
that attacks its enemies with its 
razor-sharp fangs. 


Known as a dweller of the swamps, 


this creature is a minion of the dark 
forces. 


An unpredictable creature that splits 
into two and attacks an enemy from 
opposite directions. 


A creature of the night that 
attacks enemies with its rocket- 
powered arms. 


A little angel that fires beams of 


happiness from the heart jewel on 


its forehead. 
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A savage beast that carries a big 
bamboo stick for beating down its 


enemies. 


This creature swings its whiplike 
arms for midrange attacks against 
enemies. 


A horned beaver with wings that 


An ammonite warrior that has 
protected the seas from the dawn of 
time, 


A penguinlike creature that slides on 
its belly to deliver a blow with its 


outstretched sword. 


throws high-velocity acorns from 
the sky with uncanny accuracy. 


With a battle cry that curdles the 
blood of its opponent, this creature 
attacks with its massive beak. 


Malicious spirits that walk the world 
of the living, unable to find their 


A very small dragon known for its | 
vicious attacks. 


resting place. 


A cannonlike monster that rapidly 
fires eyeballs at the enemy. 


Card List 


A wizard of the waters that conjures 
a liquid wall to crush any enemies 


T A very rare creature from the fusion 
that oppose him. 


of an uncommon beast and a 
vicious dragon. 


This creature attacks by swinging 
around its sickle-like arms. 


Serves as a double for the ruler of 
the Blue Flame. A master 
swordsman that wields a fine blade. 


An intensely hot flame creature 
that rams anything that stands in 
its way. 


A dinosaur with two crushing jaws. 
Stores electricity in its horn and 
releases high voltage bolts form the 
mouth on its back. 


A fiery spirit that burns anything in Nirtiassive sea serpent that creates 
: : its path. tidal waves to wipe out its enemies. 
This creature stores lightning within 


ite bady to deliver electrifyi A beast-warrior that swings a 
ae afi massive scythe that draws on the 


spirit of its enemies to deliver 
devastating blows. 


A spirit of the forest protected by gases je ; A a at aes in ying traps, 
the surrounding plant life. f ^ such as a bottomless pit, for 
À eternally ensnaring opponents. 


A mysterious wizard whose face 
remains forever hidden behind a 
strange mask. 


A huge monster with a single eye 
that fires an intense beam. 
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Few have escaped the curse of this | T | | "An earthen doll that protects the 
ereature. Those that have done so treasure in the tombs of ancient 
have gained untold power. kings. 


A spirit said to dwell in the world of 
dreams. Attacks enemies in their 
sleep. 


une/Jupiter 


ard De ptit 


Swift and vicious, this monster B " 4 D i A palm tree with a will of its own 
grabs its victim with its pincers and p por ferocious fish with RARI that attacks enemies by flinging 
attacks the captive with its poison pieincaglata: beast, - z : 1 coconuts. 


stinger. 


A lovely swordmaster with some 
very agile moves. 


An unpleasantly smiling creature = 
5 : Description 
s starfish that spits acid to that wields a scythe to avoid enemy d 


blows. 9 A woman warrior that serves the 
melt away its enemies. à ENS ot dartness 


z Cri] E 
A warrior that has long resided in. 
the forest and enjoys the protection 
of Mother Nature. 


È Descriptic An eyeball creature with legs for 
A zombie that rose from the 3 " ‘ jumping high and delivering 
remains of the woodland ruler. A finishing blows with its sharp claws. 


| Card Description 
A warrior that guards the entrance 
to the netherworld. 


Card List 


C. Descriptior An eyeball fiend created by a rd D i 1 RE A creature that chose the path of 
Armed with Psycho Sword, Servant of dartness Uses "Dark 7 Transforms the water overflowing sorcery to become a witch. 
this sinister cutthroat rules the Spheres" to blow away its enemies. from a jar into attacking dragons. 
outer land. 


| Card E 


'SCFI] An ice warrior whose slightest touch. | 
A creature with a sword that gains freezes an opponent. 
its power from the life forces of its 


An opponent's fate is decided when p 
victims. 


the flames of each finger are extin- 
guished, 


An amphibian capable of calling up 
a massive tidal wave form the dark 
seas to wipe out enemy monsters. 


A water spirit that envelops its 
Opponent in a thick fog to cover its 
attack. 


A cat creature that looks cute to the — A monster capable of creating 
eye but delivers scratching blows dimensional rifts to trap its enemies. 
with its sharp claws. 


A fearsome duo consisting of a 
beast master and its loyal servant. 


A monster borne from the lava pits. 
Generates intensive heat that can 
melt away its enemies. 
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With a body armored by rock-hard 
fur, this monster features excellent 
defense capabilities. 


A malevolent mirror that hypnotizes 
a beholder and renders the victim 
susceptible to attacks, 


Grand King of the Seven Seas, Able 


to summon massive tidal waves to 
drown the enemy. 


An elf warrior mounted on a huge 
lizard, 


This creature changes the ground at 
its feet into quicksand to ensnare its 
enemies. 


A queen of swords that is virtually 
unequalled in her mastery of every 
blade imaginable to man. 


-ara A stone golem that turns opponents 
A master fighter that uses into rocks and crushes them to dust. 
various staffs to render enemies 
unconscious. 


Hiding within its eggshell, this 
creature blocks enemy attacks with 
its massive wings. 


A lovely moon goddess that can 
throw up a lunar curtain to block 
enemy attacks, 


c» 
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The speed of this warrior creates an 
intense vacuum that can actually 
slice through a monster's hide. 


Li je: n 
A sorcerer that worships the dark 
forces and can summon a massive 
hand to drag away opponents into 
the netherworld. 


A lord of destruction born from the 
heart of darkness, this creature can 
summon storms to destroy 
opponents. 


A rain spirit that can summon 
typhoons to blow away its enemies. 


This creature's ominous eyes can 
unleash piercing rays against its 
enemies. 


ar 2scr 

Related to the phoenix, this creature 
dwells in the mountains. Its fiery 
breath is extremely scorching. 


Armed with a wealth of knowledge, 


this monster is able to block just 
about any attack. 


This youthful king of the forests 
lives in a green world abundant 
with trees and wildlife. 


2 D on 
A land-based armored robot that is 
Said to once have marine attack 
capabilities. 


A gorgon's egg with eyes said to 
create whatever creature crosses 
its view. 


Card Descri 
Nobody has any idea what creature 


may spawn from this mysterious 
larva. 


A spectre that dwells in a blinding 
curtain of smoke, 


Card List 


A snake with a single eye that blows 
an icy breath to freeze its 


Opponents. 


A monstrous sheep with a long tail 
for hypnotizing enemies to render 
them powerless. 


The Sun and the North Wind join 
hands to deliver a devastating 
combination of heat and gale-force 
winds. 


A creature that protects the 
throne form usurpers. 


www.primagames.com 


A monster machine that generates 
images to confuse its enemies, 


making them prone to attacks. An ogre possessed by the powers of 


the dark. Few can withstand its 


rapid charge. 


A magic-user who corrodes the yin 
and yang to create a twisted power 
to attack enemies. 


A shape-shifting slime that is An unstoppable mechani 
capable of adopting the form of powered by dark forces. 
other creatures. 


A sword that brings out the best in 
warriors. It cannot be used by 
servants of the dark. 


A servant of the moon goddess, this 
warrior wields a pike with a 


A two-headed dragon with a pair of Dark forces increase the power of 
SPRUE Etant EA Vicious jaws for crushing its Warriors! 


enemies. 


A malevolent creature wrapped in ‘ard De Dark forces increase the power of 
flames that attacks enemies with a esc | A maiden that uses sound to her Fiends and other monsters of the 
intense fire, 


advantage. She wields a scythe Dark! 
that's shaped like a musical note. 


Card | pt A vicious bird that attacks from the Fiends and Beast-Warriors can 
This dragon wears a shield not only skies with its whip-like tail. constantly use their maximum 
for protection but also for ramming strength! 
its enemies. 


Card List 


Boosts the power of shelled Increases the power of horned Increases the power of female 
monsters! Said to have no effect on creatures! Has no effect on Dark Monsters by changing their 
those without shells. monsters. attitudes. 


Increases the power of Beasts and 
other fanged monsters! 


Silver bow and arrow enhances the A Whip for paralyzing enemies. 
power of Fairies. Increases power when equipped : 
with female creatures. Forces an opponent's monster card 


positioned for defense into the 
attack position. 
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Destroys all opponent Dragon 
monsters on the playfield! 


A magic book for increasing the 
power of magic-users. It cannot be 
used by bad-hearted sorcerers. 


The winds provide support to 
increase the power of Winged 


Changes the field in favor of Beast- 
Warrior, Insect, Plant, and Beast 
monsters! 


Changes the field in favor of 
Zombie, Dinosaur and Rock 


Beasts and other flying monsters! monsters! 


tion 


Poseidon's Strength is shared to 


boost the power of Aqua, Fish, and 


Sea Serpent monsters! 


Changes the field in favor of 
Dragon, Winged Beast, and Thunder 
monsters! 


Changes the field to meadow land 
in favor of Warrior and Beast- 
Warrior monsters! 


Changes the field in favor of Aqua 
and Thunder monsters, but 
unfavorable to Machine and Pyro 
monsters! 


Changes the field in favor of Magic~ 
User and Fiend monsters, but 
unfavorable to Fairy monsters! 


Sucks up every card in play on the 
field! 


— A delicious beef curry increases Life 
Points by 200! 


A magic potion that increases Life 
Points by 500! 


A goblin's herb that increases Life 
Points by 1,000! 


A fairy potion that increases Life 
Points by 2,000! 


A mystical power that increases Life 
Points by 


A shower of sparks inflicts 50 points 
of damage to your opponent's Life 
Points! 


A fireball inflicts 100 points of 


damage to your opponent's Life 
Points!! 


Card List 


Flames inflict 200 points of damage 
to your opponent's Life Points!! 


lames inflict 500 points of damage 
to your opponent's Life Points!! 


An inferno inflicts 1,000 points of 
damage to your opponent's Life 
Points! 


Enemy monsters are revealed and 
your opponent cannot attack for 
three turns. 


A dazzling light reveals all monsters 
on the playing field. 
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A lady swordsman that floats like a 
butterfly and stings like a bee. 
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Bony and Tubby, a friendly pair of 


A cryptic doomsday machine that skeletons. 


comes from the edge of the 


universe. 


with razor-sharp claws. 


A very vicious lion with sharp and 
long claws. 


De 
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A rare penguin that flies with the 
wings on its heat 


Walls appear on the field to form a 


labyrinth with no exit. 


A Millennium Item candidate that is 
said to block any powerful attack. 


A monster spider that dwells under 
the earth. 


Flies around spreading happiness 
to all. 


A dangerous zombie that crawls in 
capabilities as the legendary Blue- the dark, 
eyes White Dragon. 


A powerful warrior with the same 


An unusually fast monster that 
sweeps across walls to attack its 
enemies. 


Card List 


A golem that uses water attacks like Ryu-kishin enhanced by the powers 
the Labyrinth Brothers. of darkness, Very sharp talons make An alligator monster straight from 


it a worthy opponent. the cartoons. 


Sanga, Kazejin, and Suijin join to lat lescripti 

form a single, powerful monster. A monster formed by the vengeful 
souls of those who passed away in 
battle. 


A golem that controls the winds like 
the Labyrinth Brothers. 


Hidden under the floors of a D : A dragon from the cartoons that's 


labyrinth, it swallows any who pass 
above. 


more dangerous than it appears 
to be. 


A genie of the lamp that's at the 
beck and call of its master. 


A cartoon rabbit that quickly leaps 
all over the place, making it a 
difficult target. 


A master of monsters that exercises 


control over several creatures. ard 


The ultimate dragon formed by the 
fusion of three Blue-eyes White 
Dragons. 
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A jack-in-the-box that excels in 
surprise attacks. 


Armed with a soul-searing spear, 
this creature favors magic attacks. 


A favorite pet for harpies, but a very 
dangerous dragon. 


A spider machine that launches 
explosive rockets against its 
enemies. 


A lamp used by wizards to mix 
potions. | d Des 


A monster whose full potential can 
be achieved when transformed into 
its metal form. 


A horrible torture machine with a 
large pendulum blade. 


A metallic Zoa capable of intensive 
attacks. 


Not a very powerful monster despite 
its large fangs and spikes. 


A sea creature that swallows 
enemies and slowly digests them. 


| “An iron-tailed monster equipped 
with very sharp scissors. 


An elf that dances across the sky 
with wings of razor-sharp blades. 


Frightening in appearance, this 
creature uses its large eyes and ears 
to keep track of any movement. 


A bull monster, resurrected by 
the dark arts, that appears from 
inside a jar. 


A servant that maintains a close 
watch on anything and everything. 
Throws up a smokescreen when 
discovered. 


Huge monster with a lion's mane 
similar to the "King of Beasts." 


A fast-moving sea monster that has 
the bodies of a horse and a fish. 


FA rampaging machine that wields a 
massive sword. 


I A golden fire-breathing dragon that 


Card List 


burns any opponent in its path. 


jik 


d Description | 
A machine with several blades 
hidden within its square body. 


| 3 Jescriptii 

Armored with super alloy, this robot 
attacks with blasts of fire launched 
from both arms, 


This monster swings an earth- 
shaking axe that can eliminate 
enemies with a single blow. 


A spider-shaped, mechanized 
monster with sickles at the ends of 
its legs. 


A mechanized bat that attacks by 
dropping explosion orbs. 


Round-shaped soldiers that roll 
around and act as guardians to the 
Machine King. 


Armed with a pair of shovels, this 
creature is a walking engine of 
destruction. 


A hunter that relentlessly pursues its 
target by order of the Machine King. 


| Card S [ 
A wolf made entirely of iron. Its 
steel jaws can bite through 
anything. 
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Each separate part of this creature 
is an individual weapon capable of 
devastating attacks. 
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A dragon that summons thunder A shy goddess that seems to spend 
and lightning to attack its the majority of her time sleeping 


opponents. 


3 script 
Created in an underground lab, this 
artificial being occasionally goes 
berserk. 


With a body consisting entirely of 
rocks, this dragon flings boulders at 
its enemies. 


This creature surrounds opponents 
with water and envelops them in a 
sweeping attack. 


An armadillo-like creature that $ à 
forms a die whenever it rolls up its A very proud and powerful dragon 
body. emperor. 


Dragon 
1,900 


Created in a basement lab, this 
infernal machine launches rockets 
from within its mouth. 


A bird-like dragon with four bladed 
wings. 


Card Desc r p on A fairy that wanders the seas. 
Despite its weak strength, this Rumored to have the capabilities for 
creature is capable of casting spells summoning sea dragons. 

to eliminate darkness. 


Card List 


This elf is rumored to have lived for 
thousands of years. He leads an 
army of spirits against his enemies. 


A merman warrior that attacks 
anyone who dares to pollute 
the sea. 


A dragon that dwells in the sea, It is 
capable of spitting high-pressure 
blasts of water. 


A creature that drowns its 
Opponents by mesmerizing them 
with the ball on the end of its tail. 


A steel fish armed with a sharp 
dorsal fin. 


The king of the seas, this creature is’ 
protected by a solid shell and spits 
poisonous bubbles at its enemies. 


A beautiful swimmer with a very 
nasty temperament. 


A white horned dolphin that attacks | 
by calling up tidal waves. 


j i n A strange one-eyed monster armed 
A rare rainbow fish that is almost with a dangerous spear. 
impossible to catch. 0 i 
Using the spikes sprouting from its 
body, this creature stabs its 


Opponents and floods them with 
electricity. 


© 
www,primagames.com J leo 


A massive and well-protected giant 
turtle that has lived over 30,000 
years. 


An amphibian sworn to avenge the 
death of its brothers. 
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A golem that has protected treasure 
for nearly a millennium. 


A crab monster with two massive 
scissors for cutting up enemies. 


A golem with a massive right hand 
for crushing its victims. 


ard ript 
A monster that charges into 
enemies firing a pair of cannons 
mounted on its shoulders. 


A newly evolved crayfish with sharp 
scissors for clipping the enemy. 


A rock warrior that wields a very 
heavy sword carved from stone. 


D C ion 
| A creature that erupts with anger, 
resulting in a crushing rain of 
boulders. 


| io 
A monster that judges wrongdoers 
and punishes them appropriately. 


This creature attacks enemies with 
electromagnetic waves. 


ard | 
This creature spits a gooey 
substance that robs enemies of 
mobility and then stuns them with 
electric shocks. 


Pluto/Moon 


A monster with a pair of electric 
whips instead of arms. 


A creature that attacks enemies 
with thunderbolts. 


A serpent with a tail for storing 
electricity. 


A hunter of the skies that has never 
missed a target. 


Card List 


A judge of the skies that delivers a A fiery warrior creature that 
sentence with its punishing silver- unleashes intense heat from its 
white claws. body. 


This creature casts a spell of terror 5 

and confusion just before attacking A cruel monster that slices up. 
This monster swoops down and its enemies. enemies with its sharp claws, 
attacks with a rain of knives stored 


in its wings. 


This clown feeds the life force of its a A cockroach warrior that hides in 
enemies to a monstrous lizard. A flying poison snake that is not small spaces and emerges to attack 
very good at maneuvering on the enemies. 

ground. 


A monster burning with crimson 
flames and capable of delivering a 
rain of sparks by flapping its wings. 


A monster that suffocates its enemy 

by feeding on the surrounding air esci 

supply. A spider armed with scissors to 
attack anything that it traps in 
its web. 


A violent stag beetle with a razor- 
like cutter. 


A creature that attacks its enemies 
with its large beak. 
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A very dangerous monster with 
spikes on its head and tail. 


A clever mouse with a sharpened 
left claw. 


This creature rolls massive objects to 
crush its enemies. 


A dangerous flower that fires pollen 
projectiles. 


A book wizard with page after page 
of potent spells. 


A malevolent creature that 
resembles a winged lion. 


O 
Je 


A beast covered in flowers from 


head to toe. 


A flower creature with rainbow- 
colored blossoms that lure an enemy 
into its waiting jaws. 


Trailed by a beautiful tail, this 


A ball covered in sharp needles. 
Usually rains down on enemies in a 
group. 


A beautiful peacocklike creature 
that fires its feathers at opponents. 


shooting star inflicts damage when 
it hits an enemy. 


An unusual mermaid that appears 
whenever a rainbow bridges the sky. 


A fantastic guitar player that 
attacks enemies with ultrasonic 
emissions, 


A ferocious rabbit with sharp claws. 


Card List 


A creature that slices and dices with 
its scissors and feeds off its victims. 


A strange fiend with long arms and ipi | | A huge moth that generates a 
razor-sharp talons. Gifted with the power of dragons, whirlwind containing poison dust. 
this warrior wields a sword created. 
from a dragon's fang. 


A flying fish with a sharp head for 
piercing targets. 


Attacks by blowing webs at its. 
enemies. Nobody knows what the 
final form of this insect might be. 


A plant warrior that attacks with a 
combination of sword-swings and 
pea projectiles. 


A fox-like creature with a protective 
shell. 


A mechanical dinosaur equipped 
with a beam cannon. 


A fearsome monster sent from the 
netherworld to destroy dragons. 


L 1 ption 
A highly destructive machine armed 
with a powerful cannon. 


A monster that leaks acid from its 
pores to melt anything that touches 
its skin. 
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A sentry robot armed with homing 
rockets for guarding throne rooms 
from intruders, 


A creature capable of manipulating 
several scissors with definite results. 


A massive stone idol from Easter 
Island that fires laser rings from its 
mouth. 


A monster that angers an opponent 
to the point that the enemy goes 
berserk. 


Appears from underground and 
attacks with long, snake-like 
tentacles. 


A stone turtle with a very high 
defense factor. 


A fiery squid that can maintain its 
flames underwater. 


A rare flying turtle that inhabits 
the sea. 


The breath from this bird robs 
creature of their life force. 


Defeated enemies serve as ingre- 
dients for this gourmet monster. 


An extraterrestrial life form that 
loves living in water. 


Music from this creature's flute can 
drain an enemy's willpower. 


Armed with a huge sickle, this 
monster can fire beams from its 
large eyes. 


Often mistaken as a cute pet, this 
creature is a very dangerous beast. 


A very fast monster that rolls up 
and rams its enemies. 


A flaming beast that is lethal to the 
touch. 


Uses a wand to cast various spells 
against an enemy. 


| Card | TET | 


Turns enemies to stone and crushes 
them to dust. 


ird jon 


wins that attack an enemy from 


Elf t 
opposite sides. 


Card List 


This creature blocks enemy 
movement with gale-force winds 
and attacks with a massive 
battle axe. 


An insect monster with the jaws of Rolls along the ground releasing 
a stag beetle and the horn of a bolts of electricity to attack its 
beetle. enemies. 


Jescripti | Card Deseripti A rocket-launching fish protected b 
A monster with four highly. Swallows enemies whole and uses thorny spikes. moe I 
dexterous arms for executing their essence as energy. 3 


separate attacks. 


This creature is powered by the life 
1 Ton force of the fishes it captures with 
A zombie shark that wanders the its long tongue. 
ocean depths, cursing any that dare 
cross its path. 


A man-shaped mantis with two 
razor-sharp scythes. 


A highly accurate mechanical 
monster covered with large-caliber 
cannons. 


A phantom fairy that fires countless 
arrows at anything that harbors an 
urge to attack. 


A chameleon-like monster that can 
hide anywhere by changing colors 
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A skeletal zombie dragon that is A slime creature with a frog's head d Desc ‘ard Des : 
capable of flying across the skies. that eroaks as it attacks. A fully grown Mushroom Man with steel idol Worshipped in the mnl 


an increased attack factor. of Machines. 


A strange sea serpent with a 
massive mouth lined with huge 
fangs, 


ard De: p 
A massive beast of a fish with arms, 
legs, and razor-sharp teeth. 


This brother of Swamp Battleguard 
may not be powerful, but is pretty 
good on defense. 


A strange warrior from another 
dimension. 


L i 
This monster spins about its enemy 
launching blinding leaves and 
painful seeds. 


A wicked elf that just loves to 
engage in battle. 


| 
A zombie rat that hunts felines. 


Creates powerful tornadoes with its 
huge wings. 


Card List 


A blood-sucking snake in human 
form that attacks any living being 
that passes nearby. 


Je: l 
A tiger-striped dragon that is often 
seen racing across the wasteland 
with tremendous speed. 


A very long snake that often 
appears in legends and myths. 


TUR plant found in the A white goat that has inhabited the 


darklands that wraps itself around forest for ages. The creature is 
any unwary traveler. actually an elder of the woods, 


A very unusual skeletal zombie | 3 
elephant with glowing gold bones. Man-like dinosaur lacking in Empress of the Golden Kingdom. A rare scarlet scorpion that can be 
strength but with a high LO. None may refuse her will. uu in the tundra[EM]not in the 
lesert. 


c» 
uun.primagames.com J lo 


A very wise, long-nosed goblin with 
supernatural powers. 


d E A popular creature in mythology 

A wizard with a black cape that that delivers judgment with a sharp 
is actually a talking lion disguised as spear. 

a man. 


A creature that transforms into the 
image of its enemy and copies every 
offensive move. 


is creature is known to predict the ptic 
A highly evolved Larvas that is even 


weather with very little accuracy. 


A large jar that attacks nearby 
more powerful than before. enemies by unleashing the monster 


A rare flower that blooms in a 
pitch-dark abyss. 


it contains inside. 


Jupiter/Uranu: 


A living vase that blinds enemies 


with pollen and attacks with its A fairy of the arts and an excellent 
sharp teeth. harp player. 


This creature corners its enemies 
and seals away their power. 


A cutting-edge robot that elimi- 
nates intruders upon detection. 


A monster turtle with a crimson 
shell. It feeds on fire, 


With skin tinged a bluish white, this 
strange creature is a fearsome sight 
to behold, 


A red rose possessed by a vile spirit 
that feeds on the life force of others 
to provide the flower with 
nourishment. 


Drags enemies into a mirror world. 


A monster created from an experi- 
mental attempt to graft wings on 
beasts. 


A monster capable of bringing on 
sudden rain showers. 


A monster that can eat all it wants 
but is never fulfilled. 


1 
D 


A cute fairy dedicated to bringing 
about eternal love. 


Card List 


A liquid life form that moves freely 
in water. 


A beautiful and powerful dragon 
fairy. 


An undersea creature that attacks 
with two whip-like tails. 


A monster with a massive maw that 
allows it to swallow an enemy 
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whole. 
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A monster fly that swoops down 3 A sea creature with sharp teeth that: 
with sharp sword-like arms ] won't release a victim once they're 
extended out front. l locked on. 


A two-headed Thunder Dragon 


Controls air currents and can 
generate a sudden gust of wind to 
blow away an opponent. 


A lady warrior drenched in the 


essence from a thousand battle- 
fields. 


A lizard that discharges electricity 
stored body. 


A hunter that uses its spider web to 
entrap its enemies. 


A clay idol representing a rock spirit. 
The creature has significant attack 
and defense factors. 


A servant of fiends used primarily 
for scouting an area. 


The appearance of this creature is 
preceded by the ground melting 
under an opponent's feet. 


A bluish starfish with a solid hide 
capable of fending off attacks. 


A creature made up of several 
snakes that attack separately in 
battle. 


that controls the feelings of 
others, instilling them with bravery. 


An amphibian warr 
easily navigate beneath the waters. 


Jie 


Card List 


A rat that is protected by armor- 
like fur. 


A fairy dedicated to protecting 


fountains from pollution. 


A green-scaled lizard warrior hn 2 
dedicated to protecting the sea. Queen of the Tree Spirit who is 
embraced by brilliant autumn 
leaves. 


A mermaid sentry serving the Sea 
King and his kingdom. 


This fast creature can easily elude 
enemy attacks and counter them. 
with its vicious claws. 


A bird that glows with blue flames: 
and has a head of hair shaped like a 


A rock giant consisting of massive crown. 
boulders. 


An inexperienced witch who just 
started learning the mystic arts. 
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A scheming queen who covets the 
king's throne during his absence. 


Mechanical soldier with a mind of 
its own. Originally created to 
protect members of the royal family. 


A black-haired sheep that is capable 
of sorcery. 


A creature that hides in a saucer 
and appears only to attack enemies. 


ööks like any other slime, but 
definitely much more powerful! 


This amphibian creature boasts a 
high attack factor, but not much of 
one for defense. 


A very swift, fire-breathing viper. 


Confuses enemy monsters with 


a IT BPP Da ae 


Attacks from the skies with a whip- 
like tail. 


A boomerang feat 
of two cards: the Legendary Sword 
and the Sword of Dark Destruction. 


uring the effects 1 


ird De: | 
Increases the strength of those who 
control the power of Salamandra. 


Cancels the magic over all level- 
reduced monsters and sets them at 
level 0. 


A card for boosting the power of the 
Labyrinth Wall. 


Destroys all opponent Warrior cards 
played on the field. 


ion 


Eliminates all Zombie creatures. 


A card that changes any selected 
monster to a Machine monster. 


Card List 


ar CI 0 12 Ceremony conducted to summon 
A magic wind that reduces to rubble Sacrifices Kazejin, Suijin, and Sanga Zera. Sacrifice required. 


an opponent's Rock monsters that of the Thunder to summon Gate 
are currently in play. Guardian. 


Destroys all opponent Magic cards 
that are in play. 


A blast of heat dries up and elimi- 
nates an opponent's Fish monsters 
that are currently in play. 


Opponent monsters in play with 

attack factors of 1500 or more are p 
eliminated. d mee Decreases an opponent's il 
monsters by two levels. 


Ceremony conducted to summon 
War Lion. Sacrifice required, 


Sacrifices the monster with the 
highest defense rating and summons 
Shield. 


Ceremony conducted to summon CEU conducted ka summon 
Card Descriptio Blast Luster Soldier. Sacrifice iend's Mirror. Sacrifice required. 
Sacrifices Beast-Warrior, Dragon, required. 
and Pyro monsters to summon 
Yamadron. 


An insecticide for wiping out an 
opponent's Insect monsters that are 
currently in play. 
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When an opposing monster's Attack Reflects the damage of direct attack 
Sacrifice Warrior and Scythe Wielder Factor is 1500 or lower, it is elimi- cards like Fire Sparks and Inferno 
nated from the play field. back to your opponent. 


Sacrifice three Blue-eyes to summon 
Ultimate Dragon. 


to summon Skull Guardian. 


De: 


Sacrifice Dancer and Warrior to Sacrifice a horned monster to When an opposing monster's Attack A card that reverses the effects of 
summon Performance of Sword. summon Tri-Horned Dragon. Factor is 2000 or lower, it is elimi- recovery cards and transforms the 
nated from the play field. points to damage. 


a ription 
When an opposing monster's Attack A card that reverses the effects of 
Factor is 3000 or lower, it is elimi- power-up cards and transforms the 
nated from the play field. effects to power reduction. 


A card with the ingredients for Monsters with Attack Factors of 500 


making a delicious hamburger. or lower are eliminated from the 
play field. 


Monsters with Attack Factors of 
1000 or lower are eliminated from 
the play field. 


Sacrifice Beast-Warrior and Golem 
to summon Sengenjin. 


A trap card for tricking your 
opponent. Nothing happens when it 
is attacked, 


When an opponent's monster 
attacks, it is blown to smithereens 
and eliminated from the play field. 


Card List 


A headstrong, primitive man 


Select a specific monster for equipped with a Millennium Item. 


sacrifice and summon Serpent Night 


E ‘ip A guardian of the law that doesn't 


Sacrifice crab and turtle to summon Sacrifice Horn and Machine Fish to forgive cheating. Attacks enemies 
Crab Turtle. summon Sea Fortress. with its sword-like arms. 


Sacrifice a masked one to summon a A warrior dancer with fancy dance A wicked dragon with three horns 
new mask. steps. protruding from its head. 


Sacrifice 3 Fiend monsters to 
conduct the ritual for the 
Resurrection of Chakra. 


Attracts hungry enemies with tasty 
aromas and eats them when they 
get close enough. 
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A monk who has conducted several 
rituals in the netherworld, and who 
is capable of using both weapons. 
and magic. 


A twisting shape that attacks with 
tentacle-like arms. 


A creature with a turtle shell and 
crab scissors to provide high attack 
and defense factors. 


A dragon warrior armed with a 
crescent-shaped sword. Rumored to 
be from the moon. 


z Pr A lonely rider that races across 
A Re en the wasteland, raising thick cloud 
A mysterious doll with a strange dd B GAL i 
dance that robs the power of x 
opposing monsters. 


A dragon that arrived on earth by 
means of a comet that fell from the 
far reaches of space. 


With the burning hide of a 
meteorite, this creature vaporizes all 
that it touches. 


Card De 'intiot Card Des: | 

A skilled warrior that wields six: A creature that twists the fabric of 

swords against opposing monsters. light and darkness to generate 
images to confuse opponents. 


Ceremony for summoning the 
Magician of Black Chaos. Sacrifice 
required. 


A heavenly stallion that flies across 7 
the skies on scarlet wings. 


A sea monster with a cannon 
mounted on its back to blow its 
enemies out of the water. 


The ultimate magic-user, who wields 
the power of chaos borne from the 
fusion of Dark and Light. 


Fusion is a means to combine two cards to create a 
new card. Not all cards can be fused. Here we 
provide a few examples of fusion. Experiment with 
the cards you have to see what you can combine! 


Creating a Fusion 

The only time you can fuse cards in Yu-Gi-Oh! 
Forbidden Memories is during a duel and only when 
you have the required cards in your hand or on the 
Field. You cannot fuse two cards that are already in 
play on the Field, but you can fuse a card from your 
hand with one of the Field. 


Select the 
cards in the 
order they are 
to be fused. 
This is 
important 
when 
attempting a 
fusion that 
you aren't 
sure will work, or when you create a chain fusion. If 
you're certain the fusion will work and you're only 
combining two cards, the order doesn’t matter. 


nder Dragon 


The cards vvill 
stack in the 
order they 
were selected. 
If the fusion 
fails, the 
second card 
used will be 
placed on the 
Field when 
played directly from your hand. When attempting 
to fuse a card from your hand with one already on 
the Field, the card played from your hand will take 
the place of the card on the Field if the fusion fails. 


Once the 

two cards 
have been 
fused, a single 
card takes 
their place. 


u 
Examples of Fusion 

Below is an example of how fusion works. There are 
many cards that can be created from multiple 
fusions, as in the following example. 


Dark Elf #551 


To create a 
Dark Elf, you 
can fuse these 
cards: 


Mystical Elf 
#002 


Blackland Fire 
Dragon #010 


Mercury 
Mo: 


Saggi the 
Dark Clown 
#034 


Celtic 
Guardian 
#041 


a 2 
Chain Fusions 

It's possible to fuse multiple cards when either 
playing them all from your hand, or when playing 
several cards from your hand onto a card already in 
play. Be very careful when selecting your cards. 


Should you make a single mistake, the chain fusion 
won't work properly, and you'll be left with the last 
card played in the chain rather than the powerful 
creature you had intended to create. 


To perform a 
chain fusion, 
select 
multiple cards 
from your 
hand by 
highlighting 
the card and 
pressing t. A 
number will 
appear on the top of the card, indicating the order 
in which the cards were selected and will be 
played. The cards in a chain fusion are not played 
simultaneously. If you select three cards, the first 
two cards are fused, then the third card is fused 
with the card created by the first fusion. Therefore, 
you must be sure that the card created by the first 
fusion can fuse with the third card. 


Fusion Sequence: 
Three Cards from Hand 


* Card 1 + Card 2 = Fusion 1 
* Fusion 1 + Card 3 = Fusion 2 


If you're fusing multiple cards from your hand with 
one on the Field, the first card selected will fuse 
with the card in play, and the remaining card(s) will 
attempt to fuse with the resulting card from the 
first fusion, and so on. 


Fusion Sequence: Two Cards 
from Hand and One in Play 


* Card in play + Card 1 from hand = Fusion 1 
Fusion 1 + Card 2 from hand = Fusion 2 


The only limit to how many cards you can fuse at a 
single time is the number of cards in your hand. 
This can make things really complicated. Here's one 
last example of a long chain fusion. 


Fusion Sequence: Four Cards 
from Hand and One in Play 


e Card in play + Card 1 from hand 1 = Fusion 1 
* Fusion 1 + Card 2 from hand = Fusion 2 

* Fusion 2 + Card 3 in hand = Fusion 3 

e Fusion 3 + Card 4 in hand = Fusion 4 
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fusion List 


Here we provide a sampling of different cards that can be combined in a fusion. There are many, many more possible combinations for you to try on your own. 
The listings are in alphabetical order by the name of the card resulting from the fusion. The possible card combinations you can fuse to obtain the desired card are 


listed below the result. 


T Color Fish #440 
Rainbow Flower #488 + White Dolphin #436 


30,000-Year White Turtle #449 
Hurricail #174 + Monsturtle #177 

Mystical Elf #002 + Turtle Raccoon #503 

Nemuriko #129 + Turtle Raccoon #503 


Amazon of the Seas #626 
Enchanting Mermaid #251 + Lady of Faith #612 
Enchanting Mermaid #251 + White Dolphin #436 
Mystical Elf #002 + Wow Warrior #546 


Armored Zombie #096 

The 13th Grave #132 + M-Warrior #1 #160 
Clown Zombie #098 + M-Warrior #1 #160 
Masked Clown #182 + Zombie Warrior #030 


Battle Warrior #100 
Key Mace #192 + Shadow Specter #009 


Bean Soldier #511 

Kagemusha of the Blue Flame #214 + 
Laughing Flower #510 

Hyo #250 + Arlownay #180 

Eyearmor #185 + Man Eater #158 


Black Dragon Jungle King #571 
Baby Dragon #004 + Firegrass #157 
Blackland Fire Dragon #010 + Dark Plant #123 


Bolt Escargot #460 

Ooguchi #398 + Mega Thunderball #537 
Oscillo Hero #2 #045 + Turu-Purun #444 
Mega Thunderball #537 + Ooguchi #398 
Oscillo Hero #2 #045 + Turtle Raccoon #503 
Bolt Penguin #461 + Ooguchi #398 


Boulder Tortoise #518 
Ancient Jar #167 + Turtle Raccoon #503 
Catapult Turtle #089 + Labyrinth Wall #366 
Stone Ghost #457 + Turtle Raccoon #503 


Celtic Guardian #041 
M-Warrior #2 #161 + Mystical Elf #002 
Dancing Elf #395 + Doron #195 

Battle Warrior #100 + Dancing Elf #395 


Crimson Sunbird #467 
Faith Bird #125 + Firegrass #157 
Blast Juggler #417 + Faith Bird #125 
Fire Eye #176 + Mavelus #272 


Curse of Dragon #039 
Bone Mouse #548 + Metal Dragon #409 
Petit Dragon #200 + Skelgon #545 
Shadow Specter #009 + Skelgon #545 


«C» 
Jo 


Cyber Soldier #413 

Armed Ninja #469 + Dharma Cannon #544 
Bat #411 + M-Warrior #2 #161 

Dharma Cannon #544 + Doron #195 


Cyber Saurus #508 
Bat #411 + Uraby #080 
Dharma Cannon #544 + Mammoth Graveyard #059 


Dark Witch #582 

Happy Lover #198 + Key Mace #192 
Key Mace #192 + Skelengel #540 
Dancing Elf #395 + Happy Lover #198 


Dice Armadillo #423 

Frenzied Panda #201 + Holograh #283 
Dharma Cannon #544 + Silver Fang #065 
Cannon Soldier #512 + Little Chimera #598 
Bat #411 + Silver Fang #065 


Dragon Zombie #097 

Baby Dragon #004 + Clown Zombie #098 
Clown Zombie #098 + Petit Dragon #200 
Petit Dragon #200 + Skull Servant #024 


Flame Cerebrus #529 

Air Marmot of Nefariousness #202 + Firegrass #157 
Burglar #481 + Firegrass #157 

Firegrass #157 + Silver Fang #065 


Gaia the Dragon Champion #037 
Curse of Dragon #039 + Gaia the Fierce Knight #038 


Garvas #483 

Air Marmot of Nefariousness #202 + Happy Lover #198 
Happy Lover #198 + Larvas #155 

Petit Angel #208 + Silver Fang #065 


Great Mammoth of Goldfine #564 
The 13th Grave #132 + Mammoth Graveyard #059 
Armored Zombie #096 + Mammoth Graveyard #059 
Bone Mouse #548 + Mammoth Graveyard #059 
Clown Zombie #098 + Mammoth Graveyard #059 


Great Moth #057 
Cocoon of Evolution #072 + Larvae Moth #056 


Judge Man #033 

Celtic Guardian #041 + The Judgment Hand #165 
Dimensional Warrior #256 + The Judgment Hand #165 
The Judgment Hand #165 + Masked Clown #182 


Magical Ghost #470 
Bone Mouse #548 + M-Warrior #1 #160 

Fire Reaper #154 + Mystic Lamp #387 

The 13th Grave #132 + White Magical Hat #114 


Metal Dragon #409 

Bat #411 + Blackland Fire Dragon #010 
Mechanical Spider #410 + Wicked Dragon with the 
Ersatz Head #298 

Petit Dragon #200 + Steel Scorpion #394 


Metal Fish #438 

Cyber Soldier #413 + White Dolphin #436 
Mechanical Snail #585 + Misairuzame #542 
Rare Fish #230 + Steel Scorpion #394 


Meteor B. Dragon #713 
Meteor Dragon #712 + Red-Eyes B. Dragon #082 


Mystical Elf #002 

Boo Koo #486 + Dancing Elf #395 
Dancing Elf #395 + Hoshiningen #492 
Dancing Elf #395 + Weather Control #130 


Nekogal #2 

Armored Rat #629 + Dancing Elf #395 
Dancing Elf #395 + Flower Wolf #487 
Key Mace #192 + Silver Fang #065 


Pumpking the King of Ghosts #099 
Clown Zombie #098 + Laughing Flower #510 
Mushroom Man #008 + Armored Zombie #096 
Blue-Eyed Silver Zombie #139 + Bean Soldier #511 


Queen of Autumn Leaves #638 
Laughing Flower #510 + Key Mace #192 
Nemuriko #129 + Firegrass #157 

Man-Eating Plant #075 + Key Mace #192 


Skelgon #545 

Bone Mouse #548 + Crawling Dragon #094 
Bone Mouse #548 + Crawling Dragon #2 #081 
Clown Zombie #098 + Crawling Dragon #094 


Soul Hunter #471 

Clown Zombie #098 + Mechaleon #536 
Clown Zombie #098 + Sinister Serpent #475 
Crass Clown #095 + Grappler #077 

Crass Clown #095 + Sinister Serpent #475 


Spike Seadra #448 
Petit Dragon #200 + 30,000-Year White Turtle #449 


Twin-Headed Thunder Dragon 
#613 

Crawling Dragon #094 + Electric Lizard #610 

Crawling Dragon #2 #081 + Bolt Penguin #461 
One-Eyed Shield Dragon #296 + Thunder Dragon #425 
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Game Basics 


Playing Yu-Gi-Oh! Dark Duel Stories is a lot like 
playing the Yu-Gi-Oh! CG with your friends. 
There are some differences in the rules, though, 
so even if you've mastered the card game, take a 
moment to learn the new rules before diving 
right into the game. 


Game Progression 
and Sbjectiues 


Four tiers of the toughest duelists are ready to take 
you on one at a time. Each tier becomes progres- 
sively tougher as you make your way to the evil 
DarkNite. To progress from one tier to the next, you 
must defeat each opponent on the current tier five 
times. You can move forward and backward 
through the tiers once you've beaten them, so if 
the next tier is too difficult, you can always go 
back and fight easier opponents. 


u 
Duel Basic Rules 

* Each duelist starts with a total of 
8,000 Life Points (LP). A plaver's LP mav 
not exceed 9,999 through the use of 
healing cards. 

e The duel is conducted on a turn-bv-turn 
basis, and turns alternate between 
duelists. 

e Each duelist may play only one Monster 
Card per turn (unless otherwise specified 
by a card). There are no limits to the 
number of Magic or Trap Cards that can 
be played. 

During a turn, it is not necessary to play 
a card or execute any action with the 
cards played on the field. A duelist can 
choose to end a turn without doing 
anything. 

At the start of each turn, duelists can 
draw one card to replenish their hand. If 
five cards are in a duelist's hand, no card 
is drawn. 


e When played, a Monster Card is placed 


facedown, and it is turned faceup when it 


executes a command. However, if the 
command is to defend, the card remains 
facedown. 

e A facedown card will be turned faceup 
when it is attacked. Once a card is turned 
faceup, it remains that way until the duel 
is resolved. 

e A player can win by reducing an 
opponent's LP to 0. 

e A duelist who runs out of cards and is 
unable to replenish his or her hand at the 
start of a turn is declared the loser. 

e A duelist who collects all five Exodia 
series cards (417-21) is declared 
the winner. 

* Each player's deck may have only 
40 cards. 

* You may only use cards whose Deck 
Costs are equal or lower than your 
Duelist Level. 

* You may have only three copies of the 

same card in your deck. However, some 

cards allow only one copy in your deck: 

17, 18, 19, 20, 21, 336, 337, 348, 657, 

781, 784, and 789. 

Your total Deck Cost, based on the 

individual Deck Costs of your cards, 

cannot exceed your Deck Capacity. 


Monster Card Information 


Power-uP B.eue 
White Dragon 


Card Name: Many of these are abbreviated 
versions of the names from the Yu-Gi-Oh! CG. 

Level: The number of stars represents the 
card's level. The more stars, the higher the 
level and the stronger the card. Level 5 and 
6 cards require you to offer (sacrifice) a 
creature already in play to bring them onto 
the Field. Level 7 and higher cards require 
two offerings. 

Card Number: Used for easy identification. 
There are 800 cards in the game, numbering 
from 1 to 800. 


Deck Cost: This amount is charged toward 
your total Card Deck Cost. Your total Card 
Deck Cost cannot exceed your Deck Level. 
A card's Deck Cost increases as the card's 
stats increase. 

Attack Power (AP): This is the card's power 
when attacking another card, or when 
defending against an enemy attack while in 
the attack position. 

Defense Power (DP): This is the card's 
defensive power when defending against an 
enemy attack in the defensive position. 

Class: Each monster is assigned to one of 
twenty different classes. This decides how 
cards of other classes will affect the card 
when played. 

Alignment: Each monster is assigned to one of 
eleven different alignments. These determine 
the outcome of some battles. 

Card Notes: This is either a description of the 
monster, or it is an effect that may be used 
when a card is first brought into play. You 
can tell the difference by the color of the 
card's background; cards with an effect are 
darker than those without an effect. 


Special Cord Information 


Legendary Sword 


301 
: E una 


Powers uP Warriors 
excePt Shadow ones 


Card Name: The name of the card. 

Card Number: This makes identifying the cards 
much easier. 

Deck Cost: This amount is charged toward 
your total Card Deck Cost. Your total Card 
Deck Cost cannot exceed your Deck Level. A 
card's Deck Cost increases as the card's 
power increases. 

Card Type: There are several card types: 
Magic, Trap, and Ritual. 

Card Notes: Describes the card's usage. 


Classes 

There are 20 classes in the game; each Monster 
Card is assigned to one. Certain cards will work 
only with a particular class, and terrain changes the 
stats of some cards based on their class. When the 
terrain is favorable to a monster's class, the 
creature's stats will increase by 30 percent. Should 
the terrain clash with a monster's class, its stats are 
reduced by 30 percent. 

The following table provides information on class 
abbreviations and shows if monsters in a specific 
class find a type of terrain to be favorable (F) or 
unfavorable (U) in a duel. If neither is indicated, the 
terrain does not affect dueling ability. 


Terrain Effects on Class 
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Alignment 


The game has 11 alignments subdivided into three 
groups. Every alignment has a superior and an 
inferior. If a superior alignment attacks an inferior 
alignment (or vice versa), the AP and DP stats are 
ignored and the card of the inferior alignment is 
destroyed. Thus even a monster with 200 AP can 
defeat a 3,000 AP monster in battle. 


Alignment Relationships 
Pyro > Forest 
Forest > Wind 
Wind > Earth 
Earth > Thunder 
Thunder > Aqua 
Aqua > Pyro 


Shadow > Light 
Light > Evil 

Evil > Dreams 
Dreams > Shadow 


Divine = All Others 


Levels 

Every Monster Card has a level that is relative to the 
card's power and cost. If a card is level 5 or higher, it 
cannot be brought into play without an offering. 


Card Level Offering 
Requirements 


Card Level Offerings S 


An offering is a sacrifice of monsters that are 
already in play. You must offer the cards on the 
same turn in which you intend to bring the 
Monster Card into play. Because you can play only 
one creature each turn, you must have the required 
number of monsters on the Field as the turn begins. 


" i 

Dueling Tips 
* Defense is just as important as offense. A 

strong defense can prevent your opponent 
from causing any damage to your LP. 

* Pay very close attention to alignments. 
You can use weak monsters to eliminate 
powerful ones if the weaker creature has 
the superior alignment. 

* If you have a card faceup on the Field 
and your opponent isn't attacking it, 
chances are—even if you can't see what 
the card is—that your card is superior or 
the card is a wall type with a high 
defense. Don't be afraid to attack. 

* Cards can be fused together to create 
stronger cards. Find as many fusions as 
possible in your deck. 

e If your only choice is to bring a monster 
onto the Field that you know your 
opponent can beat, place it in the 
defensive position so that you don't take 
LP damage from the attack. 

Make good use of Trap Cards. They can 

eliminate strong monsters even when your 

own monsters are too weak for the job. 

* Don't overload your deck with special 
cards and monsters over level 4. If you 
do, you may end up being unable to bring 
monsters into play. 

* Look for weaknesses in your opponent's 
deck. Most duelists have an exploitable 
weakness that makes them easier to beat. 
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Duelist Level and Deck 
Capacity 


Your Duelist 
VERSUS Level and Deck 
ka a A Capacity 
LINK BTL determine 
OBATTLES OWN) which cards in 
DUEL. LVL 
yis your deck you 
may use. You 
DECK VOL à 
1320 may include 
only cards in 


your deck that 
have a Deck Cost equal to or lesser than your Duelist 
Level. The Deck Cost of each card is added to the 
Card Deck Cost. The Deck Capacity sets a limit to 
your total Card Deck Cost. Your deck cannot contain 
cards whose total Card Deck Cost exceeds your 

Deck Capacity. 

Both your Duelist Level and Deck Capacity will 
increase as you duel. For every Campaign duel, you 
earn 5 Deck Capacity points and 1 or 2 points 
toward your Duelist Level whether you win or lose. 
Every time you battle a friend in Versus mode, you 
earn 20 points toward your Deck Capacity if you 
win and 10 points if you lose. Your Duelist Level 
will increase proportionally. You can also earn 2 
points for Deck Capacity every time you trade cards 
with a friend. 

Your maximum Duelist Level is 255 (no card has 
a Card Cost of over 255) and your Deck Capacity 
can't exceed 9,999 points. 


Card Construction 


Every time you win a duel in Campaign mode, you 
earn a card part. You can use this part to create 
cards at your leisure in Construction mode. 

There are four types of card parts: Upper Body 1, 
Upper Body 2, Lower Body 1, and Lower Body 2. 
Within each type are 70 different parts. You may 
combine any Upper Body 1 part with any Lower 
Body 1 part, and any Upper Body 2 part with any 
Lower Body 2 part. Each combination creates a 
unique card. 

Use card parts to construct additional cards and 
strengthen your deck as you play. Don't be surprised 
if some of the cards you create are too powerful for 
you to immediately use. 


De 
Jle 


Are you ready to prove your worth? Eleven of the top 
duelists stand between you and victory. Fight your 
way through them one at a time to earn new cards 
and to raise your Duelist Level and Deck Capacity 
until you're ready to face the keepers of the fabled 
Millennium items. 

This chapter takes you all the way through 
Campaign mode to the final battle. The order the 
duelists are presented is the order in which we 
believe you should challenge them. If you happen to 
find any one duelist too difficult, strengthen your 
deck by going back to fight the previous duelist to 
earn more cards and raise your Duelist Level and 
Deck Capacity. 

For each duelist we give you a peek into your 
opponent's strategy and deck construction while 
giving you some general guidelines on how to build 
your deck. Unfortunately, we cannot give you a 
specific deck that you can use to beat your 
opponent, because it's impossible for us to know 
exactly what cards you'll have in your deck at the 
moment. Nevertheless, the strategy we provide 
should be more than enough for you to achieve 
victory by using just a little fine tuning of your own. 


As you start the game you 
won't have much of a card 
selection. Consider entering the passwords 


listed with each of the cards in the Card 

List chapter to increase your selection and 

beef up your deck. You can enter each 
password only once. 


Round 1: Tomino Town 1 

These five opponents are easy to defeat, and they 
give you a good opportunity to learn how the 
game is played and to figure out which cards you 
like the most. Though no single strategy works 
for every opponent, don't get too attached to a 
particular deck. 


Tristan (top left) 


TY’ know, I’ ¥e Got 
some rare cards... 


D 


Tristan should be your first opponent. His deck is 
basically a random assortment of weak cards. 


Practice against him and experiment a lot with 
fusions to learn the hidden power of your deck. 
Your starting deck isn't very strong, but Tristan's 
deck is even weaker. Just play wisely, pay 
attention to alignments, and strengthen your 
deck as your experience grows, and you can place 
more cards in it. 


Joey (top right) 


Let's find out if 


you can duel! 


Joey is more challenging than Tristan, but he's still 
basically a warm-up. Challenge him once you've 
upgraded your starting deck with the cards earned 
from your first few battles. He uses a few minor 
Magic Cards, causing some direct damage to your 
Life Points while healing himself. You may also get 
a taste of the nasty Dark Hole card, which elimi- 
nates all monsters on the Field in one sweep. Use 
the fusions you discovered in your battles with 
Tristan to overpower your Joey. Don't toy with him 
too much, or he may surprise you. 


Yugi (middle left) 


Ever used Parts 


ta construct a 


card? 


Things become tougher when you square off with 
Yugi. Although his deck isn't powerful, he houses a 
couple of strong cards (such as D. Magician Girl: AP 
2,000, DP 1,700). Press the attack and try to stop 
him from collecting monsters, and you should be 
able to prevent these cards from coming into play. 
It helps to have several Dream Cards ir: your deck 
to deal with these powerhouses just in case. 


Mai (middle right) 


Mu HarFie 
Sisters' Triangle 


(Attack... D 


Although her deck isn't much stronger, Mai packs a 
heavy punch with her Harpie cards: Harpie Lady 
(#62), Harpie Lady Sister (#63), and Harpie's Pet 
Dragon (#386). These cards are the only strong 
point in her deck. The other cards are just simple 
monsters with little AP or DP. Counter her deck by 
placing plenty of creatures with Forest alignments 
in your own deck. Even if your Forest creatures are 
low level, they will take down these giants with a 
single stone. 


Mako (bottom) 


My Fortress Whale 


deck’ s unbeatable! 


14711 eat you uP!U 
Mako tries to cool you off with his Aqua deck, 
which features many strong Aqua alignment 
creatures. He can be a problem if you don't plan 
your attack. Construct your deck primarily from 
Lightning alignment cards, and back them up with 
Wind cards and a variety of others. It doesn't 
matter how strong they are, because even the 
weakest one will take out the most powerful Aqua 
card. Rob Mako of his creatures quickly. Given the 
chance, he can summon the Fortress Whale (#718), 
a powerful Divine creature. 


Round Z: Tomino Town Z 
There's one more opponent in this round than in 
the previous round, so it will take you a bit longer 
to clear. The opponents begin to get much stronger, 
but nearly all of them have an exploitable weakness 
in their decks. If you want to win and win easily, 
you must completely rip apart your deck and 
rebuild it for each opponent. Alignment gives you 
the edge over your opponents, so pay close 
attention to your cards. 


Walkthrough 


Esp Roba (top left) 
aae 


destined to 


win... 


This isn't a difficult battle if you prepare your deck 
properly. Esp Roba uses a mixture of several align- 
ments, but the main two used are Fiend and 
Thunder. If you build your deck from Light and 
Earth alignment cards, you'll easily be able to take 
out most of the enemy's cards. There will be a few 
cards in your opponent's deck that fall under other 
alignments and may be able to destroy your cards 
by using a superior alignment. But, if you have a 
good mixture of cards in your deck, this shouldn't 
be a problem. Also be sure to begin making good 
use of Trap and Magic Cards to give your deck 
some added punch. 


Rex (top middle) 


My dinosaurs are 


invrincible!l!! 


Rex's dinosaur deck focuses on Earth, Fiend, and 
Forest alignment cards. Earth is by far the most 
common alignment in his deck, so compose your 
deck primarily of Wind-aligned creatures. Rex has 
anticipated this strategy and has included many 
Forest alignment cards, which can instantly defeat 
your Wind cards. You must include a healthy dose 
of Pyro creatures to eliminate his Forest cards when 
they appear. You can also drop in a few Light cards 
to counter the few Fiend cards in your opponent's 
deck. Be careful when picking extremely strong 
creatures—level 7 or higher—to include in your 
deck; Wind, Thunder, and Dream creatures are very 
poor choices. Choose Pyro because you should rely 
more on the creature's AP rather than on its 
alignment, and you don't want Rex to be able to 
wipe out your creature by using a superior 
alignment. 


Weevil (top right) 


l've modified my 


Insect deck... 


This guy is tougher than your first two opponents 
in this stage. He uses a mixture of Forest, Aqua, 
Earth, and Wind alignments focusing primarily on 
the Insect class. The Forest alignment is the most 
predominant one in his deck, so make about 60 
percent of your creature cards Pyro alignment. 
Weevil has wisely included a few Aqua cards to 
eliminate your Pyro cards, so be sure to include 
Thunder alignment cards to quickly remove them 
from the Field. Also be sure to include a few traps 
and the Eradicating Aerosol card (#662), which 
eliminates all enemy insects in play. 


Seeker (Bottom left) 


Challenge me to a 


duel: eh? Hm... 


This guy is tough if you don't come properly 
prepared. His deck makes good use of magic, 
allowing him to attack you directly and wipe out 
your creatures now and then. It features a 
collection of Aqua, Shadow, Earth, and Forest 
alignment cards that pack a fair punch. More than 
anything, Seeker uses a very strong defensive front 
to hold you back while he plans his strategy. These 
walls are typically Earth-aligned creatures that 
have a high DP, so you need either very strong 
creatures to knock them down or Wind-aligned 
creatures to be able to eliminate the walls as 
they're brought into play. Although Seeker's deck 
has three of the elemental alignments, its main 
focus is Forest; make Pyro the most predominant 
alignment in your own deck, and have a good 
mixture of Thunder, Wind, and Trap Cards to back 
them up. Any level-7 or higher creatures in your 
deck should be Shadow, Dream, or Fiend alignment 
to avoid instant kills. 
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Pandora (bottom middle) 


| hope you enjoy 


the show... 


Pandora isn't much of a challenge. She uses 
Shadow, Forest, Fiend, and Earth alignment cards 
in her deck, but her focus is on Shadow and Forest 
cards. Build a deck primarily consisting of Dreams 
cards and back them up with Fire cards. The 
mixture should be about 60/40. Also take along the 
standard complement of Trap and Magic Cards. 
Your deck will be vulnerable to her Fiend cards, 
because they're of a superior alignment to Dreams, 
but you can use your Pyro cards to eliminate the 
Fiends before they can inflict severe damage. She 
likes to change the Field to dark, so bring along a 
Field-altering card of your own to strip her of this 
advantage. 


My nemesis! 


will never rest 


until | see your 


Kaiba presents the greatest challenge of the six 
opponents. His deck doesn't have any obvious 
weaknesses, and he has the added power of three 
Blue-Eyes White Dragons (#1) and the Ritual Card 
to bring a Blue-Eyes Ultimate Dragon (#380) into 
play. To make matters worse, he can also power up, 
making them even more devastating in battle. 
Forest is the only alignment that Kaiba's deck 
doesn't have an advantage over, so any really 
powerful creatures in your deck should be of this 
alignment. This makes the various Moths extremely 
valuable. Be sure to include the Cocoon of 
Evolution (#72) and Great Moth (#57) in your deck. 
They are difficult for Kaiba to eliminate, and if they 
survive multiple turns, they eventually transform 
into Perfectly Ultimate Great Moths (£67)—then 
you can really create some'havoc. Otherwise, take a 
wide variety of alignments into battle 
with as many cards as possible with DP of 
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2,000 or more for defense and AP of 1,000-1,500 
for offensive purposes. Also include a selection of 
weak Shadow cards to eliminate any Blue-Eyes 
White Dragons that Kaiba brings into play. 


Round 3: Ancient Egupt 

The challenge increases dramatically as you take 
on the next four opponents. By now your Duelist 
Level and Deck Capacity should have increased a 
great deal, so you'll be able to include much 
stronger cards than before in your deck. When 
building your decks, put in as many level-4 and 
level-3 cards as you can, limiting the number of 
lesser-level cards so you get more bang for your 
buck. By the time you're ready to move on to the 
fourth stage, your Duelist Level should be maxed 
out at 255 points, and your Deck Capacity should 
be more than 1,000 points. 


Paradox (top left) 


This guy can be nasty at first. His deck features 
some very powerful magic, such as Crush Card 
(#661), Brain Control (#781), and Spell-binding 


Circle (#349), that can play havoc with your 
creatures. Become accustomed to this. From now 
on, all of the duelists you face will use similar 
Magic Cards, which you still probably won't have 
access to yet. Try not to worry too much about 
Paradox's magic. Focus on taking advantage of his 
deck's alignment weaknesses and don't overload 
your deck with level 5 or higher creatures, because 
you may have trouble coming up with offerings to 
bring them into play. Your opponent's deck is 
primarily crafted from Light cards and backed up 
with Dreams cards, so focus heavily on Shadow 
cards and back them up with Fiends. 

You can also build your deck from the 
elemental alignments and avoid the whole 
superior/inferior alignment factor all together if 
you wish. Be sure that your strongest monsters 
are from either the Light or Dreams alignment or 
one of the elemental alignments so that Paradox 
can't easily defeat them. 

Your opponent's strategy has one major flaw. 
Because he relies so heavily on magic, he often 
leaves himself without monsters on the Field. This 
gives you huge opportunities to pound on him 
mercilessly for a quick win. He does have one ace 
up his sleeve in the form of Dian Keto the Cure 
Master (#342), which he can use to heal 5,000 LP. 
He usually uses this card near the beginning of the 
battle just to increase his LP to the 9,999 LP 
maximum. Not a big deal. You can really mess with 
him by playing some Simochi Allergy (#688) cards. 
Should you play a Simochi Allergy card at the right 
moment, you'll transform all 5,000 points of 
healing into 5,000 points of damage. That'll knock 
him out of the battle very quickly. However, your 
chances of playing the Simochi Allergy card on the 
correct turn are low, so the decision is yours. 


P. Seto (top right) 


high Priest... D 


This guy's deck is very similar to Kaiba's deck from 
the previous level. The alignments are all over the 
board, so there aren't any particular weaknesses in 
his deck of which you can take advantage. The 
main difference between this deck and Kaiba's deck 
is that P. Seto has included several powerful Magic 
Cards, such as Dark Hole (4336):and Raigeki 
(#337), to steal your creatures from you and to 
quickly eliminate them from the duel. You need a 
wide variety of powerful creatures on your side and 
a host of traps to keep his monsters off of you 
when he makes use of the Raigeki and Dark Hole 
cards. The good thing is that he often leaves 
himself defenseless when using Dark Hole, and he's 
somewhat careless when offering creatures to bring 
out a high-level creature. He may have one 
creature out that's really raising havoc, then 
sacrifice it for a creature that you can easily defeat. 
Include a few Shadow-alignment creatures in your 
deck just in case he's able to get his Blue-Eyes 
White Dragon (#1) into play. 


Walkthrough 


Ishizu (bottom left) 


your courage... 


Show me yourD 


Ishizu features a deck that covers most of the 
alignments, focusing heavily on female cards and 
powerful magic. Choose whichever cards you like, 
but try to focus on cards that are level 4 or higher 
to give yourself an edge, because alignment won't 
be as much of a factor as usual. Go slightly 
heavier on Shadow cards than others, but more 
than anything, you must be able to get several 
cards with AP higher than 1,950 onto the field; 
Ishizu plays some Divine creatures that have an 
attack of 1,950. 

Divine creatures require rituals to summon them 
into battle, which can be a problem. Ishizu takes 
care of this nuisance by using the Swords of 
Revealing Light (#348) card that prevents you from 
attacking for three turns. This gives her plenty of 
time to perform her rituals and bring her most 
powerful cards into play. Don't just sit back and 
wait for the Swords of Revealing Light effect to 
pass. Use Trap Cards and those with high DP to 
hold her off until you can attack again. 


Slysheen (bottom right) 


1 will 


Show you 


what Power is...D 


This guy is tough, but not nearly as tough as he 
thinks. His deck makes use of Shadow, Dreams, 
Fiend, Aqua, and Divine cards coupled with some 
strong magic, such as Raigeki (#337) and Swords 
of Revealing Light (#348). A strong deck filled 
primarily with Light alignment cards of level 4 and 
higher works really well against him. Light cards 


will take care of most of his creatures, but he also 
uses Divine-aligned creatures with 2,000 AP. You 
can use really strong cards to counter these Divine 
creatures, but making good use of traps is 
preferable. 


Round U 


This is your final challenge to win the game. There's 
only one opponent to face, but he's much more 
powerful than those you've previously faced. If your 
Duelist Level isn't maxed out at 255, go back and 
fight weaker opponents until you reach the cap. 
Also pay attention to your Deck Capacity; the 
higher it is, the better. You want at least 1,200 so 
you can use lots of high-level creatures. 


It is foolish of 


"nu to face 
me... 


DarkNite's deck consists largely of Forest, Earth, 
and Light alignment cards and a mixture of 
extremely powerful magic, such as Raigeki (4337), 
Shadow Spell (#669), Swords of Revealing Light 
(#348), and the dreaded Change of Heart (#784). 
Shadow Spell reduces the levels of all of your 
cards in play by two, so they take a nasty hit to 
their stats. Change of Heart robs you of a creature 
and places it under DarkNite's control. There's 
nothing worse than having DarkNite attack you 
with your own Blue-Eyes White Dragon. DarkNite 
is really tough, and there's no strategy that's 100 
percent effective, but there are some things you 
can do to have a fighting chance. 

First, be sure to build your deck from Wind and 
Pyro cards and toss in a mixture of Shadow and 
Fiend cards as well. Focus on defense by including 
several cards with DP of at least 2,000. These help 
hold off DarkNite's attacks, and they'll have a 
better chance of surviving long enough for you to 
use them as offerings to bring out stronger 
creatures. Also be sure to include the standard 
complement of Trap and Magic Cards. These will 
often save you from certain defeat. 

The main thing in battle is to avoid allowing 
DarkNite to build up a force. If you constantly 
destroy his creatures, he'll have a really hard time 
bringing out his big guns. It's also important that 
you get off to a good start. A bad draw spells 


www.primagames.com 


certain defeat. If DarkNite draws all of his Change 
of Heart and Brain Control cards at the beginning 
of the duel, count yourself out. 

When you defeat DarkNite, you've won the game. 
He'll give you a password (42382443) that lets you 
see the end credits and opens up the extra levels. 


Extra Duelists 


Once you've proven yourself worthy, you'll have 
the chance to battle the Rulers of the Heavens, 
the keepers of the fabled Millennium items. There 
are five of these extra battles. You can access 
them by entering the following passwords and 
selecting them in Campaign mode after DarkNite, 
but only one of the five characters is available at a 
time. If you want to fight a different character, 
enter his or her password and he or she takes the 
place of the current character. You can always go 
back to the previous character by entering his or 
her password again. 


DD 
Je 
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Here we list all the regular cards in Yu-Gi-Oh! Dark Duel Stories. They are in numerical order for reference. Please note that this list doesn't contain any of the cards that you can 
construct by using card parts. It's also not intended to be used with Yu-Gi-Oh! Forbidden Memories; a list of cards for that game is provided in the PlayStation section of this guide. 


Card Specs 
35 
3,000 
2,500 
Dragon 
Light 
89631139 


Card Specs 
4 
28 
800 
2,000 
Magician 
Light 


Card Specs 
2 4 
22 
1,200 
1,000: 
BeastWar 
Fiend 
76184692 


Card Notes — 


Card Specs 
3 
19 
1,200 
700 
Dragon 
Earth 
88819587 


Card Notes 


Card Specs 
3 
15 
1,000 
500 
Fiend 
Wind 

303296 


Card Notes 


Card Specs 
4 
26 
1,400 
1,200 
Dragon 
Wind 
87796900 


. Card Specs 
2 
14 
800 
600 
Plant 
Forest 
14181608 


Card Notes 


Te ai 5 


Card Specs 
1 
7 
500 
200 
Zombie 
Fiend 
40575313 


Card Notes 


Card Specs 
4 


23 

1,500 

800 
Dragon 
Shadow 
87564352 


Card Notes — 


Dinosaur 
Earth 
13069066 


Card Specs 


23 

1,800 
1,500 
Warrior 
Shadow 
40453765 


Card Notes 


ip your | 


Card Specs 
26 
1,200 
1,400 
VingBeast 
Wind 
72842870 


Card Notes 


1,600 
Warrior 
Pyro 
45231177 


Card Notes 


Card Specs 

2 

9 

500 

400 
Magician 
Dream 
71625222 


Card Notes 


Card Specs 
1 
55 
200 
300 
Magician 
Shadow 
08124921 


Magician 
Shadow 
44519536 


Card Specs - 
1 


55 
200 

300 
Magician 
Shadow 
70903634 


Card Specs 

1 1 

200 

300 
Magician 
Shadow 
07902349 


Card ‘Notes — 


Card Specs 
3 
70 
1,000 
1000 
Magician 
Shadow 
33396948 


Fiend 
Fiend 
70781052 


Card Notes i 


Card Specs 
3 
21 
1,400 
700 
Beast 
Earth 
06285791 


Card Specs 
1 
5 
300 
200 
Zombie 
Fiend 
32274490 


Card Notes 


Card List 


Fiend 
Fiend 
69669405 


Card Specs 
4 
27 


1,700, 
1,000 


05053103 


Card Specs 
4 
27 
1,200: 
1,500 
BeastWar 
Forest 
32452818 


Card Notes 


. Card Specs 
3 
20 
800 
1,200. 
Rock 


Card Notes — 
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Card Specs 
16 
600 
1,000 
BeastWar 
Earth 
04931562 


Card Specs 
3 


PA) 

1,200. 
900. 
Zombie 
Fiend 
31339260 


Card Specs 
4 
27 
1,500 
1,200 
Dragon 
Fiend 
67724379 


Card Specs. 
L 4 


28 
1,600 
1,200 
Dinosaur 
Earth 
94119974 


Card Notes —— 


. Card Specs 
6 
27 
2,200 
1,500 
Warrior 
Light 
30113682 


Card Notes 


Card Specs 

3 
21 
600 
1,500 
Magician. 
Shadow 
66602787 


Card Notes 


Card Specs 


Magician 
Shadow. 
46986414 


s 
. Card Specs 
4 
27 
1,500 
1,200 
Zombie 


Fiend 
29491031 


Card Notes — 
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idoli: 
. Card Specs 
ii 


27 

2,600 
2,100 
Dragon 
Wind 
66889139 


Card Notes. 


— —— — CardSpecs 
7 
24 
2,300 
2,100 
Warrior 


Shadow. 
6368038 


Card Specs 

I 5 

25 
2000 
1500 

Dragon 

Wind 

28279543 


| Card Specs 
3 


20 

200 

1,800 
Pyro 

Pyro 
55763552 


‘Card Specs 


Warrior 
Light 
91152256 


Card Specs 
= 3 
re. 24 
4 1,200 
lh A 2,200 
ja Magician 
EX Dreams 
28546905 
Card Notes 


Card Specs 
4 
27 
1,500 
1,200 
Warrior 


Earth 
54541900 


Card Notes 


. Card Specs 
4 
26 
1,600 
1,000 
Magician 
Light 
91939608 


Card Notes — 


i ' Card Specs 
8 


15 

1,000: 
500 
Thunder. 
Thunder. 
27324313 


Card Notes 


.| Card Specs 


Forest 
53829412 


80813021 


. Card Specs 
3 
16 
1,000 
600 
Fiend 
Fiend 
26202165 


Card Notes — 


Card Specs 

Level 4 | | Level 3 

Deck Cost 22 Deck Cost 20 
Attack »| || Attack 1,200 2,600. Attack 1,200 
Defense Defense 1,000 2,500 Defense 800 
i Insect Class Insect Insect if Class Beast 
Forest Alignment Forest Forest | - — Alignment Forest 
14141448 “| Code 49417509 


WS | Card Notes TU 


| Alignment 


“| Code 88979991 | Code 


l 
| Level 
| Deck Cost 
‘||| Attack Attack 
| Defense 200 | Defense 
Class Fiend S Class 
Alignment Shadow. L Alignment 
Code 40640057 Code 


E Card Notes 


Deck Cost Deck Cost 
Attack 
Defense 
Class, 
Alignment 


WngBeast 
Wind 
76812113 


Insect. 
If Forest 
Alignment | Code 15367030 


3 Code | rd Notes 
Card Notes One is nothing, but a group 


rove 


Lem 


| Deck Cost Deck Cos 45 
| Class Insect | Attack 1,950 
| Alignment Forest | Defense 2,100 
Class Reptile ‘| Code 41762634 J | Class WngBeast 
j| Alignment Aqua e mene | Alignment Wind 
Code 15480588 d! | Code 12206212 


Card Notes 


*| |} Deck Cost 27 ——b 
| Attack 1,500 | 
| Defense 1,200 


Dinosaur 

Shadow = ; 

40374923 | au 
Card Notes 

|. Max power for own Harpie's Pet 

— (effect) 2 


| Tiger Axe [#6U1 — 
. Card Specs 


Level 64 


| Deck Cost 
| Attack 


. Card Specs 
| 


25 
1,500 
3 2000 
Cl Insect El 
|| Alignment Forest Card Noi 
Code 52584282 


Grows to become a powerful moth 


Forest 


87756343 


| Card Notes 


Big beetle with strong 


Deck Cost 
Attack 
Defense 

| Class 

| Alignment 

“| Code 


Aqua 


13429800 


Huge white shark with razor teeth — 


Deck Cost 
Attack 
Defense 
Class. 


|| Alignment 
Code 


Card Notes 


24 

1,300 
1,100: 
BeastWar 
Forest 
49791927 


larrior with a massive axe 


Card Specs 
20 
1,200 
800 
Beast 
Forest 
90357090 


Card Notes 


Card Specs 
L 4 


27 

1,500 
1,200 
Warrior 
Earth 
01184620 


Card Notes 


ri 


Card Specs 
8 
65 
3,500 
3,000 
Insect 
Forest 
48579379 


Card Notes 


pecs 
3 
23 
1,800 
1,500 
BeastWar 
Pyro 
14977074 


Card Notes i 


Card Specs 
7 
24 
2,400 
2,000 
Dragon 
Pyro 
41462083 


Aqua 
Aqua 
77456781 


ard Specs 
4 
27 
1,200 
1,500 
Aqua 
Aqua 
14851496 


Card Notes 


Card Specs 
L l 3 


60 

0 

2,000 
Insect 
Forest 
40240595 


Card Specs 


Card Specs 
3 


33 

1,300 
2,000 
Rock 
Earth 
13039848 


Plant 
Shadow 
49127943 


Card Specs 
4 
23 
1,100 
1,200 
Reptile 
Aqua 

76512652 


Card Notes 


Card N 


3 
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Card Spec: 
4 
25 
1,300 
1,200 
Reptile 
Aqua 
02906250 


Card Notes 


—, Card Specs 


Card Specs 
4 
28 
1,700 
1,150 
Warrior 
Earth 


Card Specs 
6 
28 
1,800 
2,000 
Dinosaur 
Ear 
75390004 


4 

23 

1,500 
800 
Dinosaur 
Earth 
01784619 


otes 


Card List 


] Card Specs 
Card Specs Card Specs Card Specs 7 
l 4 5 Le 5 T 2 5 
39 20 
2,600 
2,300 
Dinosaur ( Fiend 
Fiend ii Fienä 
38289717 6945! 
Card Notes Card Notes 


Card Specs 
5 j 
28 

T à 150 Card Specs 

À iy 2,000 be 6 

2,400 5 Fiend 28 
2,000 N , Forest i ki 1,800 
Dragon i 06840573 2,000 
Fiend ae t Fairy 
74677422 2 (d Light 
TTT ERT i E ^ i 31122090 
Card Notes ttack a M D 


Card Specs 
7 


Card Specs 


5 
5 


30 
1 
ha : Card Specs 
Fiend 4 
Shadow. z 28 
32344688 | 4 
Shadow "—— 


00062121 Card Notes 


68516705 
Card Notes 


Card Specs 


Card Specs á ] 15 
a f t 1,500 
Card Specs — b 
p à : ee ; Zombie 
5 2,800 - Fiend 
28 A fiend Card Specs 20277860 
1800 ^ Align Fiend z i 6 asa 
2,000 e 38339286 f 27 Card Notes 
Fiend 一 一 一 一 一 一 一 2 
2000 d fien 
Fiend Card Notes ; s 1,700 
33066139 T ark | reassure: BeastWar 
NM tir 3 | Ai Forest 
Card Notes 94905343 


sin 


wuu.primagames.com 


Card Specs 
16 
1,600 


0 
Zombie 


Card Specs 
2 
13 
1,350. 
0 
Zombie 
Fiend 
92667214 


| Card Specs 


28 

1,800 
2,000 
Zombie 
Forest 
29155212 


Ca rd Notes 7 


Card Specs 


Ne 外 17 
QV 700 
=) 1,000 
> Warrior 
ZB Earth 


55550921 


Card Notes 
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Card Specs 
3j 7 
k " 13 
BSE 4 A 700 
E ( 600 
EX 
IKA 4 Pyro 
LO d Pyro 
i 92944626 


Card Notes 


Card Specs 
2 
13 
900 
400 
Fiend 


cobi MR 

Card Specs 
21 
800 
1,300 
Fiend 
Shadow 
55337339 


Magician 
Shadow 
22026707 


Card Notes — 


Card Specs 
l 2 

9 
500. 
400 
Dinosaur 
Earth 
46457856 


Card N otes 


— Card Specs 
5 
21 
1,700 
1,400 
Magician 
Wind 
54615781 


Card Notes — 
- Card Specs 


80600490 


Card Notes —— 


__ Card Specs 


16 
700 

900 
Zombie 
Fiend 
27094595 


Card Notes — 


Card Specs 
4 
22 
1,200 
1,000 
Fairy 
Light 
53493204 


Card Specs 


21 

1,100 
1,000 
Warrior 
Earth 
89987208 


Card Notes 


— Card Specs 


20 
1,600 
1,400: 
Fairy 
Shadow 
16972957 


Card Specs 
4 

22 
1,200 
1,000 
Fiend 
Shadow 
52367652 


Card Notes — 


, Card Specs 
2 
17 
800 
900 
Beast 
Forest 
09159938 


Card Notes — 


Card Specs 
3 
17 
1,000 
700 
Magician 
Light 
15150365 


Card Notes 


' Card Specs 


l 4 
5 24 
1,300 


je 1,100. 
$i Magician 
[s Shadow 
: 41544074 
Card Notes 


Card Specs 
3 


17 
900 

800 
Insect 
Earth 
88643173 


Card Notes 


Card Specs 
4 
26 

1,400 
1,200 
WngBeast 
Wind 
14037717 


Card Notes 


Card Specs 
3 
20 
1,000: 
1,000 
Warrior 
Forest 
41422426 


77827521 


Card Notes 


Warrior 
Dreams 
13215230 


Card Notes - 


Card List 


Card Specs 
4 
24 
700 
1,700 
Beast 
Forest 
40200834 


Card Notes — 


SEMEL 

. Card Specs 
2 
12 
900 
300 
Dragon 
Wind 
76704943 


Card Notes 


Card Specs 
1 
7 
300 
400 
Plant 
Fiend 
13193642 


Card Notes 


Card Specs 


21 
1,700 
1,400 
Machine 
Fiend 
49587396 


Card Notes 


www.primagames.com 


. Card Specs 
4 
26 
1,500 
1,100 
WngBeast 
Light 
75582395 


02971090 


Card Notes 


Card Specs 


D 


19 

1,700 
1,200 
Warrior 
Shadow 
48365709 


Card Specs 


5 


19 
1,200 
1,700 
Magician. 
Light 
75850803 


Card Notes —— 
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Level | qusc s : Level 

Deck Cost | 一 一 | xc. Deck Cost 20 

Attack N Pæ) Level | Level | Attack 700 

Defense | Deck Cost 18 l Deck Cost Defense 1,300 

Class Magician f | Attack 1400 Attack Class Insect. 
| Alignment ^ Shadow | Defense 800 Defense Alignment Fiend 


90963488 $: 1 Class Pyro Class i "| Code 98075147 
EM. - Alignment Pyro Alignment i E 
Note: É Code 37421579 


Puts all 


| monsters in play to sleep rd | A weird snail with arms and legs dE 
bi mig Erra 
| Weg) |. Knight in fireproof armor Weird hand reaches between dimen- 


sions 


Level 
Deck Cost 
Attack 
Defense 
Class Magician 
Alignment Pyro 
"| Code 34460851 


Deck Cost 10 | P ii Level 2 
600 Deck Cost 14 


Defense 400 Attack 700 
Class Fairy | Y Defense 700 
Alignment Light | Class Fairy 


Code 37243151 || Alignment Light 
i Code 63515678 


Level 3 
Deck Cost 20 
Attack 1,100 
Defense 900 L a 
Class Warrior | d 
Alignment Earth 5 Š 2 uu 
Cote 09197735 | Generates fire for attack or defense 


| Mystic chain said to freeze 
movement 


Stone warrior with a dragon's heart 


Level 

Deck Cost 

Attack 

Defense 

Class Magician 

Alignment Dreams 
61454890 


Deck Cost 
Attack 
Defense 
“Class 
Alignment 
“| Code 


Level 
| Deck Cost — 12 
D 1 | Attack 600 
) 川 | | Defense 600 
| Class Zombie 
y 4777 || Alignment Fiend 
l Code 52800428 


| Level 3 

| Deck Cost 16 

| Attack 900 

| Defense 700 
Class Zombie 

| Alignment Fiend 

| Code 35282433 


| 1st Time Guardian; uses a travel ring 


If defeated, it dies with an enemy long CAS the enemy into 
(effect) | zombies 


L oss 


Deck Cost 


Attack 
Defense 


| Level Class Magician 
| Deck Cost Alignment Wind 
| Attack Code 97843505 
l Defense Level Fi 
| Class ids 2 Level 'd Note e 
| Alignment Fiend M ue Deck Cost | | Master of the wind and tornado 

^| Code 00032864 Due 0 Attack HERES 

eh Defense 1,300 4 Defense 
Class Fiend 7] | las 
|. Zombie from the empty 13th grave Aune AA CEA) l Alignment 


| Code 


ummons Frog the Jam in open 
areas (effect) 


Card Specs 


2 


Card Notes — 


Card Specs 
4 

22 

900 

1300 

Zombie 

Shadow 


Card Notes 


Card Specs 


15 

600 

900 
Warrior 
Earth 
36121917 


Card Notes 


Card List 


Zombie 
Fiend 
2588 


per Card Specs 
Card Specs We p 
800 


Zombie 
P 


36904469 


00732302 Card Notes J Card Notes 


— Card. Specs 


18 

800 

1,000 2 29948642 
Beast 2 


Card Specs Card Specs 
3 3 

3 15 15 

Card Specs As 300 1,000 
" NC 1200 

S Warrior 

12 k DE 

bx . Earth 

700 IN CO 20060230 

: Card Notes 


98898173 


Card Notes 


wuu.primagames.com 


Card Specs 


Card Specs 
Sau 4 


ee es 


Card Notes I 


and destructi 
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3 
16 
600 


—— MU Specs _ Card Specs 


20 
1,200 6 
800 7 1,000 
Fie l 


Card Specs 
28 
800 
2,000 
Fairy 
Light 
80770678 

Card Notes 


Card Specs in 

4 / 4 1,000 
22 ei 700 
1200 3 Fiend 
1,000 Shadow 
Fie 42431843 


Card Specs 


Card Notes- 


Card Specs 
2 

14 

800 
600 
Pyro 
Pyro 

Warrior 88435542 


Pyro - 
ea ear Card Notes 


Card Notes Card Notes 


Card List 


- . Card Specs 


{ale} s c 
Card Specs 


4 
2! 
1 

1 


Card Specs 


13 


Card Notes m 

Viza h spell to sto 
DONA 
Card Specs 


Card Notes l 


RUE 


Card No 
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. Card Specs 
4 
25 
1,000 


63308047 


. Card Specs - 
4 
22 
1,000 


S Ll 1,200 
Ms: 


Card Notes 
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Card Specs. 
2 


9 

500 

400 
Zombie 
Fiend 
63545455 


Card Notes Es 


Card Specs. 
2 


13 
800 

500 

Fairy 
Light 
99030164 


'— Card Specs - 
2 


Card Notes 


'Card Notes 


Card Specs 
4 


98818516 


Card Specs ji 


Zombie 
Fiend 


Card Notes 


i Card Specs 


Card Notes 


Card Specs. 


16 

900 

700 

Aqua 
Fiend 
60589682 


2 

n 

600 

500 
WagBeast 

(x EN Wind 
97973387 


Steet 


Level 

Deck Cost 

Attack 

Defense 

Class 

Alignment 
"| Code 


14 

700 

700 
Insect 
Forest 
39175982 


| Level 

| Deck Cost 

| Attack 

| Defense 
Class 
Alignment 


Deck Cost 
Attack 
Defense 
Class 
|} Alignment 
| Code 


2 

1 

600 

500 

Pyro 

Pyro 
96851799 


13 

700 

600 
Thunder 
Thunder 
15510988. 


Stores lightning like a battery 8 | 


Level 
Deck Cost 
Attack 
Defense 
Class 

2) || Alignment 


13 
700 
600 
Beast. 
Fiend 


53832650 


Fires intense beam from its one eye 


| 


Deck Cost 
Attack 
Defense 

| Class 

|| Alignment 

| Code 


| Level 
32 Deck Cost 
1,200 ĠEJ Attack 
2,000 Defense 


Magician * | Class 
Aqua Alignment 


85639257 Code 


| Deck Cost 
| Attack 
| Defense 
| Class 
|| Alignment 


Deck Cost 
Attack 
Defense 
| Class 
Warrior j| Alignment 


Pyro 
15401633 


Fiend 
11901678 


Dinosaur 
Fiend 
57305373 


| Deck Cost 

| Attack 700 

| Defense 1,400 

| Class Insect 

| Alignment Forest 
§6283725 


| Defense 
Class 
Alignment Fiend 
| Code 83678433 


Deck Cost 
Attack 
Defense 
| Class 
| Alignment 


Defense 
Class 


Zombie | Alignment 


Pyro 
58528964 


1,000 
BeastWar 
Fiend 
84794011 


Deck Cost 
Attack 
Defense 
Class 
Alignment 
Code 


Forest spirit powered El Nature 


26 

1,200 
1,400 
Magician 
Forest 
84916669 


Deck Cost 
Attack 
| Defense 
| Class 
| Alignment 
| Code 


‘Masked Sorcerer 
Dez 20) 


23 

900 

1,400 
Magician. 
Shadow 
10189126. 


r Se 
Mysterious masked sorcerer 


www.primagames. 


flagring Scean 
Snake (#225) 


Level 
Deck Cost 
| Attack 2,100 
Defense 1,800 
Class Aqua 
| Alignment Aqua 
Le 19066538 


Deck Cost 
Attack 500 
Defense 1,100 
Class Warrior 

| Alignment Shadow 
Code 46461247 


ates acid-holes to trap enemies 
(effect) 


Warrior 
Fiend 
22855882 


Card Notes — 


. Card Specs 
d 
7 
900 
800 
Warrior 
Fiend 
54844990 


Card Notes 


— Card Specs 
ees d 


ż 600 
700 


Aqua 
tva E | Aqua 


46718686 


Card Notes - 


17733394 
Card Notes 


Prima's Official Strategy Guide 


Card Specs 
2 


13 

700 

600 

Fairy 
Light 
08783685 


Card Specs 
4 
27 
1,500 
1,200 
Fish 
Aqua 
80516007 


Card Notes 


. Card Specs 
3 
20 
800 
1,200 
Warrior 
Shadow 
17511156 


Card Notes 


43905751 
Card Notes 


jon with 


pur 
. Card Specs 
4 


Fiend 
Shadow 
89494469 


Card Notes 


Card Specs 
4 


24 

1,600 
800 
Warrior 
Shadow 
16899564 


Card Notes — 


Card Specs 
3 

21 

900 
1,200 
Warrior 


Forest 
42883273 


. Card Specs 
4 
2 
1,000 
1,200 
Warrior 
Shadow 
89272878 


Card Notes — 


. Card Specs 
2 
10 
500 
500 
Rock: 
Earth 
84285623 


Card Notes 


Card Specs 
2 


14 

800 

600 

Plant 
Forest 
41061625 


Card Specs 
3 
16 
900 
700 
Warrior 


Shadow 
78556320 


Card Notes - 


. Card Specs 
3 
15 
700 
800 
Fiend 
Fiend 
08944575 


Card Notes 


1,200 
1,200 
Zombie 
Fiend 
41949033 


Card Specs 
L 2 


12 

600 

600. 

Fiend 

Pyro 

47695416 
Card Notes 


Card Specs 
' " 


16 

900 

700 

Aqua 
Aqua 
03732747 


Card Notes _ 


Card Specs 
3 
19 
900 
1,000: 
Rock 
Pyro 
40826495 


Card Notes 


. Card Specs 
2 
12 
800 
400 
Fiend 
Fiend 
76211194 


1,000 
BeastWar 
Fiend 
03606209 


Card Notes 


pecs 


17 


800 

Fish 

Aqua 
39004808 


Card Notes 


Card Specs — 
4 


22 

1,200 
1,000 
Beast 
Forest 
75499502 


Card Notes E 


Card List 


Card Specs 
4 
26 
1,400 
1,200 
Aqua 
Aqua 
02483611 


Card Specs 
L 3 
20 
800 
1,200 
Warrior 
Aqua 
C 38982356 


Card Notes 


Card Specs 

21 

1,200 
900 

Fish 
Aqua 
75376965 


Ca rd Notes 


01761063 


Card Notes — 
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Card Specs 


Card Notes — 


Card Notes 


18 


800 


Fiend 
Fiend 


64154377 


4 
25 
500 
2,000 


00549481 


4 

22 

1,200 
1,000 
Warrior 
Dreams 
37043180 


Class 
j| Alignment 


20 

800 

1,200 
Rock 
Earth 
63432835 


| Wicked Mirror 


| Level 
| Deck Cost 


Attack 
Defense 
Class 


Alignment. Dreams 
Code 15150371 


Deck Cost 
Attack 
Defense 


Alignment 


21 

1,000: 
1,100 
Aqua 
Earth 
99426834 


Level 

| Deck Cost 

ea || Attack 
lies 

N | Class 

| Alignment 


Deck Cost 
Attack 
Defense 
| Class 

|| Alignment 


1,000 
1,300 
Magician 
Shadow 


36821538 


18 
750 
1,100 
Fairy 
Light 


62210247 


| Deck Cost 21 
| Attack 800 


Defense 1,300 


| Class Warrior 


Alignment Aqua 
25109950 


Deck Cost 


| Attack 


Defense 
Class 


| Alignment Earth 


62193699 


lock. golem tums enemies E stone 


ling Egg Elf 
[42Bu] 


| Level 
| Deck Cost 18 


Attack 500 
Defense 1,300 
Class Fairy 
Alignment Light 
Code 98582704 


wings block attack 


| Deck Cost 
Attack 
| Defense 
| Class 
i Alignment 
| ti 


| Level 


Deck Cost 


(| | Attack 


Defense 


| Class 


Alignment 


| Code 


Deck Cost 
Attack 
Defense 
Class 


| Alignment 
Code 


Level 
Deck Cost 
Attack 
Defense 
Class 


| Alignment 
| Code 


Mystic hand drags enemies into dark 


| Level 
| Deck Cost 


Attack 


| Defense 

| Class 

| Alignment 
"| Code 


| Deck Cost 
| Attack 


Defense. 


| Class 
| Alignment 


| Deck Cost 
| Attack 
| Defense 


Class 


| Alignment 


3 

20 

1,100 

900 

Fiend 
Shadow 
50259460 


19 

1,000 

900 

Aqua 
Aqua 
96643568 


Shadow 
23032273 


H Vil light shines i this weird 


| Deck Cost 


Attack 
Defense 


22 

1,300 

900 
VVngBeast 
Pyro 
59036972 


Level 
Deck Cost 
Attack 
Defense 
Class 


|| Alignment 


Level 
Deck Cost 
Attack 
Defense 
Class 
Alignment 


“| Code 


j Level 

| Deck Cost 
Attack 
Defense 
Class 
Alignment 


| Level 


| Deck Cost 

| Attack 

| Defense 
Class 

| Alignment 


85309439 


21 
600 
1,500 
Plant 
Forest 


86421986 


21 
500 
1,600 
Plant 
Forest 


22910685 | 


Machine 
Earth 
58314394 


20 

1,000 
1,000 
Fairy 
Wind 


Sun and wind combine to create 


| heat wave 


ds 


Vile egg created by a gorgon 


Level 


Deck Cost 
Attack 
Defense 
Class 
Alignment 


“| Code 


3: 

16 

300 
1,300 
Fiend 
Fiend 
11793047 


larva that will one day — 


ecome 222 


ii 


Level 
Deck Cost 
Attack 
Defense 
Class 
Alignment 
Code 


ee | 


Level 
Deck Cost 
Attack 
| Defense 
Class 
Alignment 
Code 


Level 

| Deck Cost 
Attack 
Defense 
Class 
Alignment 
Code 


58192742 


1 

55 
300 
200 
Insect 
Forest 


3 

19 

1,000 
900 

Fiend 
Shadow 
84686841 


Level 
Deck Cost 
Attack 
Defense 
F| | Class 
RJ || Alignment 
Code 


Uncontrollable and unstoppable 


Level 

Deck Cost 

Attack 

Defense 

Class 

Alignment 
'| Code 


|. Long-tailed sheep that hypnotizes 


et eS 


Level 
Deck Cost 
Attack 
Defense 
Class 

|| Alignment 
Code 


- Card List 


Level 


Deck Cost 

Attack 

Defense 

Class Reptile 
Alignment Aqua 


Shadow | 
Code 82742611 


47060154 


Serpent that freezes enemies 


Level 5 

Deck Cost 23 

Attack 1,500 

Defense 1,800. 

Class Machine 

Alignment Shadow 
19737320 


3 

18 

800 

1,000 
Beast 
Dreams 
83464209 


18 

1,100 

700 
Machine 
Light 
10859908, 


Level 
Deck Cost 26 
Attack 1,200 

| Defense 1,400 

| Class BeastWar 
Alignment Fiend 

‘| Code 45121025 


d 


4 

23 

800 
1,500 
Warrior 
Earth 
10071456 


( 


rimagames. 


Level 


| Deck Cost 
| Attack 
| Defense 
Class. 
j| Alignment 
| Code 


Sorcerer with a twisted power 


| Ogre possessed by dark forces 
[s 


Level 
Deck Cost 20 
Attack 600 
Defense 1,400 
Class Fiend 
Alignment Shadow 

“| Code 72520073. 


3 

21 

1200 
900 
Magician 
Dreams 
4624751 


alu 
Vile artist whose creations attack 
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Level 4 i SE) | Level NA 
Deck Cost g ||| Deck Cost 26 | Deck Cost — 150 
Attack 400 1 | A || Attack 1,400 Attack NA 
Defense 300 nS yn) | Level z Defense 1,200 i | Defense N/A 
Class Aqua " Deck Cost E &| || Class Machine ħ Class Magic 
Alignment Aqua Attack D j| Alignment Fiend | Alignment NJA 
| Code 18914778 ; | Defense Code 75559356 “| Code 61854111 
f x : Card N B 


Class Warrior Card | EU 
Powers up Warriors except Shadow 
ones 


| Alignment Light pacts " 
"| Code 44287299 | Cyber soldier made by dark forces 


1 Legendary master of the sword 


Sword of A 
[2302] 


el 


eS NIT UB] | Level 
"T. Deck Cost 
Attack 
Defense 
Class 
Alignment 
“| Code 


21 

1,100 
1,000 
Warrior 
Light 
45909477 


Level 
Deck Cost 


Level 
Deck Cost 
Attack 
Defense 
Class 
Alignment 


3 
21 


| Deck Cost 

| Attack 

| Defense 
Class 


1) Alignment 
Code 


Attack 1,200 
Defense 900 
Class Warrior 
Alignment Wind 

“| Code 70681994 


“| Code 


Two-headed dragon; double the 
teeth 


rd 


Y sd d 
Swordsman equipped with dragon 


Level 4 
Deck Cost. 23 
Attack 1,300 
Defense 1,000 
Class Pyro 
Alignment Pyro 

i 71407486 


Level 
Deck Cost. 
Attack 


| Attack 

| Defense 

| Class 

| Alignment 


Defense 

Class Warrior 
Alignment Light 
Code 38942059 


19 
| 


Monster attacks enemies with fire 


1,300 
Fiend 
j| Alignment Forest 
Code 07670542 


500PT. Power-up for Fiend & 
Shadow 


fixe of Despui 
[#301] 


Level 

Deck Cost 16 

Attack 800 

Defense 800 

Class WngBeast. 
j| Alignment Wind 

Code 85705804 


Deck Cost 
Attack 
Defense 
Class 
Alignment Aqua 
“| Code 07892180 


Deck Cost 
| Attack 
| Defense 
Class 
| Alignment 


20 

700 

1,300 
Dragon 
Wind 
33064647 


Amphibious monster with many 


defenses Long-tailed bird monster 


mcer Card Notes soona 
Enhances Fiend and Beast Warriors 


mau an 
Shield is for both defense and 
attack 


| 
| 
| 
| 


Level 
Deck Cost 
Attack 

| Defense. 

| Class 

| Alignment 

"| Code 


d N 


| Deck Cost 

| Attack 

| Defense 
Class 

.| Alignment 


| Level 

| Deck Cost 
Attack 

| Defense 
Class 
Alignment 


Arms monsters like Insects with: 
lazer 


NJA 


150 
NJA 
N/A 
Magic 
NIA 


03492538 


N/A 

150 

N/A 

NIA 
Magic 
N/A 
39897277 


Level 

Deck Cost 
| Attack 

Defense 

Class 

Alignment 

Code 


vers up Beasts with sharp fangs 


NIA 


150 

N/A 

NA 
Magic 
N/A 
46009906 


Level 

Deck Cost 

Attack 

Defense 

Class 

Alignment 
“| Code 


| Level 
Deck Cost 
Attack 
Defense 
Class. 

| Alignment 

“| Code 


rc 
ir 


N/A 

150 

NIA 

NA 
Magic 
NA 
02370081 


Level 
Deck Cost 
Attack 
Defense 
Class 
Alignment 


“| Code 


: Card List 


Powers up horned beasts, not 


| Shadow. 


NJA 

150 

NJA 

NJA 
Magic 
N/A 
39774685 


| Mile bacteria for enhancing Plants 


| Level 

| Deck Cost 
Attack 
Defense 
Class 

| Alignment 


NJA 

150 

NJA 

NA 
Magic 
NA 
65169794 


Deck Cost 
| Attack 

Defense 

Class 


j| Alignment 
Code 


“fe N 


Powers up angels and others 


N/A | 
150 | 
NÍA 

NIA 

Magic 

NJA 
01557499 


Powers up female monsters 


Level 
Deck Cost 
Attack 
Defense 
Class 


|| Alignment 


Code 


| Powers up Shadow horned monsters. 


Level 
Deck Cost 
Attack 
Defense 
Class. 


|| Alignment 


Code 


Level 

Deck Cost 
Attack 
Defense 
Class 
Alignment 


^| Code 


NJA 

150 

NJA 

N/A. 
Magic 
N/A 
64047146 


NIA 

150 

N/A 

N/A 
Magic 
NJA 
01435851 


N/A 


150 
N/A 


N/A 
Magic 
N/A 
37820550 


Level 
Deck Cost 
Attack 
Defense 
Class 
Alignment 
Code 


Level 

Deck Cost 

Attack 

Defense 

Class 

Alignment 
| Code 


Level 

Deck Cost 

Attack 

Defense 

Class. 

Alignment 
"| Code 


Level 
Deck Cost 
Attack 


Defense 

Class 

Alignment 
“| Code 


N/A 

150 

N/A 

NIA 
Magic 
N/A 
63224564 


N/A 

2 

N/A 

NIA 
Magic 
NIA 
90219263 


NIA 

40 

N/A 

NIA 
Magic 
NJA 
63102017 


Lock opponent's cards on attack 


sni x 
. Card Specs 

NIA 
150 
NIA 
NJA 
Magic 
NIA 
99597615 


. Card Specs 

NA 

150 

NIA 

NA 
Magic 
NA 
15052462 


Card Specs 

NIA 

150 

NJA 

NIA 
Magic 
NIA 
91595718 


| Card Specs 
N/A 
150 


Magic 
NA 
98374133 


Card Specs 
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NA 

150 

NA 

NIA 
Magic 
NIA 
25769732 


CS 


Card Notes 


. Card Specs 


Card Notes 


Card Spe 


Card Notes 


NA 

150 

N/A 

NJA 
Magic 
NJA 
51267887 


N/A 

150 

N/A 

N/A 
Magic 
NA 
98252586 


cs 

NA 

150 

NA 

NA 
Magic 
NA 
77027445 


. Card Specs 
— aln NIA 
50 
NIA 
NA 
Magic 
NA 
50045299 
Card Notes 


y dragon 


. Card Specs 
Level NIA 
20 
NA 
NIA 
Magic 
NIA 
Codi 87430998 
Card Notes 


BU = 
. Card Specs 
I N/A 
20 
N/A 
NIA 
Magic 
NA 
23424603 


Card Notes — 


Card Specs 
NA 
20 


Magic 
NIA 
50913601 


Card Notes TE 


jd 86318356 


and 


Card Specs 
Level NJA 
20 
NA 
NIA 
Magic 
NIA 
22702055 


Card Notes P 


Card Specs 
Level N/A 
20 


Magic 
NIA 
59197169 


Card Notes 


' Card Specs 

v NIA 
150 
N/A 


NA 

Magic 
fig NIA 

53129443 


Card Note 


Card Specs 

NA 

255 

NJA 

NA 
Magic 
N/A 
12580477 


Card Notes — 


- 

Card Specs 

N/A 

5 
NIA 
N/A 
Magic 
NJA 
58074572 


Card Notes — 


Card Specs 


Magic 
N/A 
38199696 


. Card Specs 

NA 

150 

NA 

NJA 
Magic 
NIA 
11868825 


Card Notes 


Card Specs 

NA 

200 

NIA 

NIA 
Magic 
NIA 
47852924 


Card Specs 

NIA 

255 

N/A 

NIA 
Magic 
NIA 
84257639 


76103675 


Card Notes 


Card Specs 
: | NA 
20 
NIA 
NA 
Magic 
NJA 
46130346 


Card Notes 


Card List 


Card Specs 
e N/A 

150 

NJA 

NJA 

Magic 

NJA 

73134081 


: ‘Card Specs 


Magic 
N/A 
19523799 


Card Notes 


DSTA 
Card Specs 
el NIA 
255 
NJA 
NIA 
Magic 
NIA 
46918794 


Card Notes - 


. Card Specs 
NA 
200 
NJA 
N/A 
Magic 
NJA 
2302403 
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Card Specs 
vel N/A 

100 

N/A 

NIA 

Magic 

NIA 

18807108 


. Card Specs 


Magic 
NJA 
45895206 


Card Notes 


Card Specs 

nom n 
28 
1,300 
1,500 
Zombie 
Fiend 
71280811 


Card Notes — 


Ss 
Card Specs 
I 4 
28 
1,400 
1,400 
Warrior 
l Earth 
Cod 12829151 


Card Notes. — 
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Specs k : 
ne Card Specs Es 
1600 4 5 


" Jeck Co: 255 
2 
1,800 i Gi 


Sea Dragon j 1 RE Dragon bod ko SEM 
Aqua : à Divine "n Jefens 1000 efer 1800 
il Cod rel I Cla Fiend 


44073668 Cod 70345785 Aqua 
- -一 一 一 一 -一 ignment Aqua || Alignmer Divine. 
Card Notes 05628232 . — 31890599 


Card Notes 
à Card Notes 


i 3 Card Specs 
. Card Specs SE n h > 
E k Co: = 
3 i ; 2:00 Card Specs Card Spe 
120 : Dragon 2 ed 
a i Light 0 
Warrior i 06740720 3,000 


Fiend mi 
71068263 Card Notes pol 


th fire of ri ; 32012841 67284908 


Card Notes 


É . Card Specs 
Card Specs ( gi] | evs 3 Card Specs 
5 3 a 8) el 4 
23 Whee 3 i 2 k Cos 24 
1,500 j ‘ile à 1,400 
1,800 ; mu 4 1,000 à 
Machine : : E fu Magician j Clas: Insect 
d 33734439 9 
Fiend SL gament Forest - ji Forest 
07562372 à 68401546 Coc 94773007 
Card Notes 


cs 


- | Card Specs 
ETE pers : | 
ard Specs jew : - Lis ul 
Ee 5 ds ce . Card Specs ; Card Specs 
255 ; ) 2300 à 8 3 
2,300 l Fiend ) s 255 D t 19 
2,100 ien Divine 人 | | Atta 3,000 i ttac 1,600 
Beast ( 69123138 , Defer 2,500 E ) e 1,300 
Divine — S Warrior ) Zombie 
33951077 Card Notes 4 ignm Divine SEAR | Alignment Fiend 
一 3 ( 05405694. C 30778711 
Card Notes Card Notes 


Card Notes — 


Level 
Deck Cost 


Attack 

Defense 

Class qua 
Alignment Aqua 
Code 98434877 


Deck Cost 
Attack 
Defense 
Class 
Alignment 
Code 


3 Notes lonster capable of aqua attacks — 
Moves along walls and attacks Iii 


en E r 
soruan 


te Gi 


Labyrinth Tank 


S Deck Cost 
Level i| | Attack 
Deck Cost Defense 
Attack 2,40€ | 4 Class 
Defense l 2) | Alignment 
Class Code 
Alignment l 
Code 


Own Labvi 
power (effect) 


Deck Cost 
Attack 
Defense 
2 A 1) || Class Insect 
Attack X Alignment Earth 
Defense 20 51228280 
Class TE 


Alignment El 
lEs 


Hides in maze to swallow enemies | 


Monster capable of lig 
attacks 
= 


Level 
Deck Cost 
Attack 


Defense 

Class f 
Alignment Forest 
Code 97612389 


Deck Cost 
Attack 


Defense 
Class 
Alignment 


Powers up own monsters in Play 
(effect) 


| Powered by dark forces 


Deck Cost — 28 
Attack 1,600 
Defense 1,200 
Class Fiend 
Alignment — Fiend 
24611934 


) 


Level 
Deck Cost 
| Attack 

| Defense 

| Class 

| Alignment 
| Code 


24 

8,00 
1,600 
Reptile 
Aqua 
59383041 


Level 6 

Deck Cost — 26 

Attack 2,000 

Defense 1,600 

Class Warrior 

Alignment Fiend 
§0005633 


Deck Cost 

Attack 

Defense 

Class 

Alignment w 
97590747 


Deck Cost 255 
4,500 
Defense 3,800 
Class Dragon 
Alignment Divine 
Code 23995346 


Dragon formed by three B. eyes 


Deck Cost 
Attack 
Defense 
Class 
Alignment 
Code 


24 

1,800 

1,600 

Beast Warrior 
Earth 
26378150 


Level 
Deck Cost 
Attack 
Defense 
Class 
Alignment 


23 

2,000 
1,300 
Dragon 
Wind 
62762898 


Defense 
Class 
Alignment 
Code 


26 

1,100 
1,500 
Beast 
Fiend 
99261403 


|. Swift rabbit from comix world 


© 
Jie 


Level 

Deck Cost 23 
Attack 2,300 
Defense 2,000 
Class Fiend 
Alignment Fiend 
Code 25655502 


Deck Cost 
Attack 
Defense 
Class 
Alignment 


Warrior 
Light 
51828629 


Level 

Deck Cost 
Attack 
Defense 
Class 
Alignment 
Code 


1 

4 

250 

200 

Aqua 
Aqua 
86100785 


Level 

Deck Cost 
Attack 
Defense 
Class 
Alignment 
Code 


1 

6 

300 

350 
Insect 
Fors 
12472242 


Direct attack ‘on opponent Life Pts 
(effect) 


| Pops out of the box and attacks | 


ard Not | | 


| Wields a soul-piercing spear | 


(effect) 


© 
Je 


Level 
Deck Cost 
Attack 
Defense 
Class 
Alignment 
Code 


Level 
Deck Cost 
Attack 
Defense 
Class 
Alignment 
Code 


Attacks opponent's Life Pts directly 


Level 
Deck Cost 
Attack 
Defense 
Class 
Alignment 
Code 


7 

25 

2,000 
2,500 
Dragon 
Wind 
52040216 


| Harpie's dragon can't be tamed 


1 

7 

400 

300 
Magician 
Shadow 
98049915 


1,750 
2,000. 
Machine 
Shadow 
24433920 


|. Attacks with two bladed pendulums 


Deck Cost 
Attack 
Defense 
Class 
Alignment 
Code 


27 

2,200 
2,500 
Machine 
Pyro 
87322377 


Mech spider with rocket launchers 


Level 

Deck Cost 
Attack 
Defense 
Class 
Alignment 
Code 


Level 
Deck Cost 
Attack 
Defense 
Class 
Alignment 
Code 


| Metal version of Zoa 


| Most dangerous in its metal state 


7 

25 

2,600 
1,900 
Fiend 
Fiend 
24311372 


8 

33 

3,000: 
2,300 
Machine 
Fiend 
50705071 


Level 


Deck Cost 
Attack 
Defense 
Class 
Alignment 
Code 


| Slices and dices its enemies — 


Deck Cost 
Attack 
Defense 
Class 
Alignment 
Code 


Level 
Deck Cost 
Attack 
Defense 
Class 
Alignment 
Code 


1 

5 

250 

300 
Machine 
Forest 
13599884 


200 

Fairy 
Forest 
§9983499 


22 

1550 
1,650 
Fairy 
Wind 
86088138 


| Large eyes and ears see and hear all 


Deck Cost 
Attack 
Defense 
Class 
Alignment 


Card S 
| Spikes along back Paralyze enemi 


Deck Cost 
Attack 
Defense 
Class 


Alignment 


Code 


Deck Cost 
Attack 
Defense 
Class 


Alignment 


Code 


ote 


| Fire-breathing monster reptile 


5 
300 

250 

Aqua 
Aqua 
58861941 


Reptile. 
Aqua 
11250655 


Level 
Deck Cost 


Attack 5 hy l Level 
Defense i Deck Cost — 19 Deck Cost — 25 Deck Cost 


Class Attack 1,450 Attack 1,850 jiflu Attack 

Alignment Forest Defense 1300; Defense TD. Defense 

Code 48649353 Class Machine Class Machine ite Class Machine 
Alignment Fiend Alignment Pyro | i Alignment Fiend 

Code 73911410 Code 09293977 Code 44865098 


7 UshiOnithathidesinajar — 


Monster Eje 
[uz 


Level Level 

Deck Cost ges] | Deck Cost | 23 
Attack 2 Attatk 1000 2 
Defense l Defense —— 1300 Sek Cob sia Deck Cost — 21 

Class Fiend Class Machine EA pices 400 : l| || Attack 900 
Alignment Fiend à Alignment Fiend efenn, 500 Defense 1200 
Code 84133008 Code 10315429 ament Machlas | Class Machine 
Code 45688506 Une PUE 


£ Level 

Deck Cost l SWAT a Deck Cost 
Attack - 4 || Attack 
ge en - A Defense 35 Deck Cost 

"e En ILI Machine Class n ‘ Attack 
Alignment: pit Alignment Alignment L Defense 
oe Code 2 l Code Class Machine 

| PTT | Jas l Alignment ^ Fiend 
a i Code 07359741 
Super alloy robot with arm blasters | 


Tech : nidi 


6 

Deck Cost — 1 Level 4 
Attack E ral is Deck Cost — 26 Deck Cost — 26 
Defense 1 =| [tack Wes Attack 1,200 Attack 850 
Class yi Defense 1.200, Defense 1400 Defense 1,800 
Alignment — Ai Class Machine Class Machine Class Machine 
Code 7922711 Alignment Fiend á Alignment Forest = Alignment Fiend 

a DET Code 08871389 Code 34743446 


Travels underwater at high ur gs Wields a massive and powerful axe. 


- Prima’s Official Strategy Guide 


Blast Juggler 
(au 


| Deck Cost 

Attack 800 
| Defense 900 
Class Machine 
Alignment Pyro 
Code 70138455 


Card Notes 
A monster built to explode 


Golgoil (#418) 
Card $ 


Level 
Deck Cost 

| Attack 

| Defense 

| Class 

| Alignment 
Code 


Machine 
Dreams 
07526150 


Deck Cost 25 

Attack 1,700 
Defense 1,800 
Machine 
Fiend 
33621868 


Class 


Cyber-Stein 


12 
700 
500 


Machine 
Fiend 
69015963 


Alignment 
| Code 


Vile machine from a basement lab 


Machine 
Fiend 
06400512 


0 


bazooka and rocker launcher 


| 


Level 2 

Deck Cost 9 

Attack 500 
| Defense 400 
| Class Machine 
| Alignment Fiend 
Code 32809211 


Android created in an 
underground lab | 


Deck Cost 24 
Attack 1,650 
Defense 1,800 
Class Machine 
Alignment Forest 
Code 69893315 
é 


Armadillo creature shaped like a 
dice 


| Level 6 
Deck Cost 27 

1,900 

1800 

Dragon 

Wind 

95288024 


| Attack 

| Defense 
Class 
Alignment 


irdlike dragon with blade wings 


Thunder Dragan 
1 


Deck Cost 
VI Attack 
4 FA | Defense 
ji | Class 
Lee 7/2) | Alignment 
| Code 


Thunder 
Thunder 
31786629 


Dragon capable of summoning 
thunder 


Goddess of him 
(#029 


Level 
Deck Cost 
Attack 


E Draws a card from deck and 
vanishes (effect) 


Deck Cost 
Attack 
Defense 
Class 
Alignment 
Code 


Earth 
68171737 


Deck Cost 23 
El | Attack 2300 
Defense 2,000 
II Class Dragon 
Alignment Light 
Code 94566432 


| The all-powerful dragon emperor | 


Level 
Deck Cost 


Attack 300 
Defense 400 
Class Magician 
Alignment ^ Light 
Code 


Woter Magicic 
(#130) 


| Level 
| Deck Cost — 24 

| Attack 1,400 
l 1 


| Alignment 
| C 


| 
TASSI Notes! RU UN 
Circles and attacks enemy with 
water. 


| Level 

| Deck Cost — 20 

| Attack 1.150 
900 
Aqua 
Aqua 
20848593 


Aggressive mermaid spikes enemies : 


Woterdragon Fairy A 
(#32) 


= AS 5s 
to summon sea serpents 


Card Specs 


Magician 
Light 
93221206 


Warrior 
Forest 
29616941 


Card Specs 
e 4 
22 
1,250 
1,000 
Aqua 
Aqua 
55014050 


Card Notes 


ie E E 
Card Specs 
; 2 
9 
500 
400 
Fish 


Aqua 
92409659 


Card Notes ia 


Card Spe 


cs 

5 

25 
1,900 
1,600 


Fish 
Aqua 


28593363 


Card Spe 


cs 


5 


25 

1,600 
1,900 
Machine 
Aqua 
55998462 


cs 

n 

23 
1,650, 
1,700 
Fish 


Aqua 
81386177 


deis 
Card Spe 


Card Notes 


cs 


23771716 


Card List 


Machine 
Aqua 
50176820 


SeaDragn 
Aqua 
86164529 


Card Notes 


Card Specs 

| 6 

27 
2,000 
e / efense 1,700 
ww if.) || Clas SeaDragn 

ie A) Aqua 

23659124 


Card Notes 


Card Specs 
L 2 
9 
450 
500 
Aqua 
Aqua 
59053232 


Card Notes ; 
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Card Spees 


mu. 


85448931 


Card Notes. — 


12436646 


Card Specs 
vel 4 

26 

1,800 

800 

Aqua 

Aqua 

58831685 


Card Notes 


Card Specs 
v 5 


19 

1,600 
1,300 
SeaDragn 
Thunder 
85326399. 


Card Notes 


jeaw ele 


Stone Ghost 
[36057] 


Level 5 7 | Level 3 

Deck Cost 23 Deck Cost | Deck Cost | Deck Cost 19 
Attack 1,250. Attack 2,000 Attack Attack 1,100. 
Defense 2,100 Defense 2,200 A Defense i Defense 800 
Class Aqua mil ~ Class Rock Class Class Thunder 
Alignment Aqua Alignment Earth Alignment | Alignment Thunder 
Code 11714098 Code 47986555 Code 72269672 Code 48531733 


ard Notes 3 Card Notes i El 
| Ancient and massive tortoise Erupts a hailstorm of boulders = | Attacks with two electro-whips 


Kaminori fit 
14158] 


| Level. 4 
| Deck Cost 3 Deck Cost 28 
| Attack Attack 1,500 
| Defense i Defense 1,300 
| Class Class Thunder 
| Alignment Thunder Alignment Thunder 
| Code 09653271 84926738 


Level 
Deck Cost 25 
Attack 1,500 


Level 3 


Deck Cost 21 
Attack 1,200 
Defense 900. 

Class Aqua 
Alignment Aqua 
Code 48109103 


Defense 1000 
Class Rock 
Alignment ^ Earth 
Code 73481154 


By rant hand m crushing enemies 


| Sinister Kappa monster 


Level 3 
Deck Cost — 15 7 3 

Level 4 
Attack 650 ġ Deck Cost 23 
Defense 900 > Attack 1,000 


ja PRU Defense — 1300 
Alignment Aqua Class Roch 


Code 84103702 Alignment Earth 
Code 10476868 


level - Level 3 

Deck Cost Deck Cost — 17 
| Attack i Attack 800 
| Defense X l Defense 900 
Class Thunder Class Thunder 


| Alignment — Thunder — | Alignment Thunder 
45042329 Code 11324436 


Crab monster with two lethal S 
pincers | Fires machine guns on shouts 


Level 5 
pact || E A| | Deck Cost — 23 
| Level Attack 1,800 
| Deck Cost | Defense 1,500 
Attack f | 7 Class WngBeast 
| Defense | Alignment Wind 
Class Thunder Code 47319141 
| Alignment Thunder l - 
| 12146024 


Level 
Deck Cost 


Attack zx a) | Level 4 
mes Deck Cost — 25 


Class s| || Attack 1,300 

. a Defense 1,200 
Class Rock 
Alignment Earth 
Code 46864967 


Alignment 
Code 


l Hunts e enemies strom the sky 


| Monster with very lethal pincers 


Swings a very heavy. rock sword 


\ 
\ 


Card List | 


Card Specs 
6 
29: 
2,100 
1,800 
WngBeast 
Wind 
74703140 


Card Notes 


Card Specs 
4 


27 

1,550 
1,200 
WngBeast 
Wind 
10202894 


WngBeast 
Pyro 
46696593 


2,000 
WngBeast 
Wind 
73081602 


Card Notes 8m 


Card Specs 
1 


6 

300 

300 
Warrior 
Aqua 
09076207 


Card Specs 
| 4 


27 

1,300. 
1400 
Zombie 
Fiend 
46474915 


Card Notes us 


‘Card Specs 


6 


00 
1,800 
Fiend 
Fiend 
72869010 


Fiend 

Fiend 

08353769 
Card Notes 


zi 


Card Specs 
5 
24 
1,900 
1,500 
Pyro 
Pyro 

35752363 


Card Specs 
4 


24 

1,100. 
1,300 
Aqua 
Aqua 
71746462 


Card Notes 


Card Specs 
L 1 
5 
300 
250 
Reptile 
Aqua 
08131171 


Card Notes — 


Card Specs 


14 

600 

800 

Insect 
Forest 
34536276 


Card Notes 
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Card Specs 
16 
950 

700 
Insect 
Forest 
70924884 


Card Notes 


Card Specs 


18 

1,000 
800 
Insect 
Wind 
07019529 


Card Notes 


Forest 
33413638 


is Dis: 
Card Specs 
4 


22 
1,250. 
1,000 
Insect 
Forest 
608022 


Card Notes — 


Level 3 
Deck Cost 16 


Attack 850 

Defense 800 

Class Beast 

Alignment Forest 
06297941 


| Attacks with claw on left hand 


Level 
sz | Deck Cost 
BERG Attack 
Defense 
Class 
Alignment 
Code 


Level 6 
Deck Cost — 27 
Attack 2,000 


Defense 1,700 
Class Beast 
Alignment Forest 
Code 69780745 


| Mile lion creature with wings 


Level 1 
Deck Cost 6 
Attack 300 
Defense 350 


Class Aqua 
Alignment Aqua 
Code 95174353 


Level 2 

Deck Cost 9 

Attack 550 
Defense 400 

Class Insect 
Alignment ^ Forest 
Code 32569498 


Crushes foes with rolled up crud 


Level 2 

Deck Cost 1 
Attack 650 
Defense 500 
Class. Magician 
Alignment Light 
Code 68963107 


Level 

Deck Cost 

Attack 

Defense 

Class 

Alignment ^ Forest 
Code 95952802 


Uses blossoms on body to attack 


Level 2 

Deck Cost 9 

Attack 400. 
Defense 500 

Class Plant 
Alignment Forest 
Code 21347810 


Plant that bites anything nearby 
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Deck Cost 
Attack 
Defense 
Class 
Alignment 


Fires pollen shots at enemy 3 


monsters 


ANS | Levi 
3 | Deck Cost 


(FIJA Attack 
yi | Defense 
| | Class 
2) || Alignment 
| Code 


Forest 
67841515 


D 


Magician 
Light 
93013676 


power from meditation — 


Deck Cost 
Attack 
Defense 
Class 
Alignment 
Code 


| Deck Cost 
| Attack 

| Defense 

| Class 

| Alignment 


| Defense 
Class 

| Alignment 

| Code 


Power up Light; Power down 
| Shadow (effect) 


Needle balls rain down on enemies 


Level 
Deck Cost 
Attack 
Defense 
Class 
| Alignment 
| Code 


14 


750 
700 
Fiend 
Fiend 
94230224 


appears 


22 

1,700 
1,500 
WhgBeast 
Forest 
20624263 


| Level 

| Deck Cost 

| Attack 
Defense 
Class 
Alignment 


Level 

Deck Cost 
Attack 
Defense 
Class 
Alignment 
Code 


Light 
67629977 


Aqua 
29402771 


Can be found when a rainbow 


22 

1,750 
1,500 
Magician. 
Light 
56907389 


22 

1,000 
1,200 
Beast 
Forest 
92391084 


‘vicious rabbit with sharp el 


l evel 

| Deck Cost 

| Attack 
Defense 

| Class 

| Alignment 

| Code 


Deck Cost 
| Attack 
Defense 
Class 


Strange fiend with long arms and. 


claws 


| Deck Cost 
Attack 
Defense 
Class 
Alignment 


| 
| 
| 
| 
| Code 


Aqua 
29380133 


Fiend 
55784832 


Forest 
81179446 


| Deck Cost 
| Attack 
4|. | Defense 
Class 
Alignment 
Code 


Fiend 
28563545 


Deck Cost 
Attack 
Defense 

| Class 
Alignment 


Level 

Deck Cost 

Attack 

Defense 

Class 

Alignment 
| Code 


Wields a dragon s sword - 


Card List 


ES 
Level 
Dech Cost 
Attack 


LS 
3 


18 
800 


Ge 
6 


10 | Deck Cost 
= Defense 1,000 
a | Class Rock Attack 


um Alignment Earth | | Defense 


Insect. C | Class 
80234301 
Forest | Alignment 


54652250 


Sol ent th t fires lazerbeams 


32 

2,200 
2,000 
Dinosaur 
Earth 
16507828 


cn 
- Huge dinosaur that stomps on 


| Deck Cost 
Attack 
Defense 
Class 
Alignment 
Code 


4 
24 
1,300 
1,100 
Warrior 
Earth 


81057959 


| Level 

| Deck Cost 

| Attack 

| Defense 
Class 

| Alignment 
Code 


Level 
Deck Cost 
Attack 
Defense 

| Class 
Alignment 


| Level 
Deck Cost 
| Attack 
Defense 
16 | Class 
Alignment 


Forest 
17441953 


1 
7 d 

400 ~ || Alignment 
300 

Fiend 

Forest 


Code 53830602 


12 

650 

600 
Insect 
Forest 
16229315 


28 

1,600 
1,200 

Fish 

Aqua 
53713014 


22 

1,800 
1,400 
Machine 
Earth 
89112729 


| Attacks foes with bee beam cannon 


enemies 


Laughing F ‘lower 
{#510) 


Defense 
| Class Plant 
Alignment Forest 
42591472 


infuses foes Mi a mad Ea 


| Wipes out Dragon class monsters 


(effect) Sweats acid and melts nearby foes 


| Level 
| Deck Cost 
| Attack 
| Defense 
Class tan 
Alignment Forest 
84990171 


4 
27 
| Attack — 1,400 
| Defense 1,300 
Class Machine 
| Alignment Fiend 
Code 11384280 


Auot 
Machine equipped with a cannon: 


Card Specs 


Machine 
Light 
47879985 


- Card Notes m 


ith ho 


Card Specs - 
£ 4 
23 
1,300 


1,000 
Machine 


Rock 
Eat 


rd Specs 
| 2 


9: 

600 

300 

Rock 
Earth 
46657337 


1,600 
Rock 
Earth 
73051941 
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Card Specs 
mk Cost 29 


Earth 
09540040 


1,500 
Aqua 
Pyro 

75 


Card Specs 
6 
26 
1,900 
1,700 
Aqua 
Wind 
72929454 


Card Specs 


6 


WngBeast 
Wind 
( 08327462 
Card Notes 


Card Specs 
L 6 
29 
2,000 
1,900 
WngBeast 
Wind 


35712107 


Card Specs 
Level 4 
28 
ack 1,800. 
Ten: 1,000 
Fiend 
Fiend 
71107816. 


sin Kein 
Card Specs 
2 
CA II: 10 
^d 550 


i 1 ji 500 

238 a 
到 | Alignm Aqua 

08201910: 


Card Notes i 


Magician 
Earth 
34690519 


P 
ard Specs 
vel 6 
26 
1,750 
1,900: 
Fiend 
lignmen Fiend 
Code 70084224 


Card Notes 


Card Specs 

Level 1 
5 
300 
250 
Beast 
Forest 
0748932 


| Card Notes 


Card Specs 

5 
24 
1,600 
1,800 
Beast 
Earth 


Forest 
60862676 


Card Notes 


Card Specs 
k si 19 
950 
1,000 
Magician 
Shadow 
06367785 
Card Notes 


— Card Spe 


Shadow 
32751480 


Card Specs 
f 4 
28 
1,900 
900. 
Magician 
Light 
69140098 


Card List 


Card Specs 
Card Specs m ! 
1 6 / 900 

26 k 4 800 

1,900 s WngBeast 

1,700: er Forest 

Insect j 07805359 [ 

Forest —— — 
95144193 Card Notes 


as err ong tongue to dr 


d 


69572024 21239280 


(RIE Card Specs — Card Specs 
ES evel 3 4 V 2 


f vq Card Specs 
: 2: ttacl i m 

850 t ‘ Ome 

750 peter č ol 500 

Insect —X Je bie : Machine 

Fiend li l z t Fien 

539892 t e 96967123 


Card Notes — 


innons and neve 


Card Specs —— | Card Specs 
= Level 2 l 6 

Card Specs fa e SUPE 

L 4 At 900 ae c 1,700 

25 Jef 400 1 1900 

1,150 d l Fairy nu C Zombie 

1,400 lignm light i Fiend 

Insect [ 60694662 32355828 

Forest ——— ee eren er 

68928540 Eee 
Card Notes 


Card Specs 
Card Specs d Deck Cost — 9 È K 2 Ca Li 2. 
p 2 ES 450 $ ie Sa 4 7 2,000 
n ? 500 E 00 
800 à Beast 
600 = Alignmer Wind 
Reptile od 07089711 69750536 


Aqua pt 


21417692 
94412545 Card Notes Card Notes 


Card Notes 


Card Notes : 


TOM Specs 
Card Specs L l 
a Level 5 (CN 3 
Card Specs ost — 20 [ Ve n i st 22 
13 s 1,600 F 5 1,000 
750 b $ Fish ‘orest ( VingBeast 
en f nent —. Aqua ESA Il A ‘ind 
et a d 
Thunder e 33178416 
Thunder Taney Am k "y o 
21817254 Card Notes at ead bladi Card Notes 


Card Notes jist, en ENS 


Card Specs 
Level 4 
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Card Specs 
y 3 

20 
1,250 
800 
Warrior 
Forest 
93900406 


Card Specs 
Level 5 
23 
1,550 
1,800 
Warrior 
Shadow 
20394040 


E x 
Card Specs 
6 
26 
1,700 
1,900 
Dragon 
Pyro 
56789759 
Card Notes 


alls 


Card Specs 
L 2 
14 
800 
600 
Zombie 
Fiend 
93788854 


Card Notes 


vande 


Card Specs 
Level 5 
22 
1,400 
1,800 
Machine 
Fiend 
29172562 


Card Specs 
Level 2 


8 

400 

400 

Rock 

Fiend 

55567161 
Card Notes 


Card Specs 
3 
19 
1,250 
700 
Warrior 
Dreams 
82065276 


Card Specs 
4 
23 
950 
1,400 
bd l Fiend 
N= ign Dreams 
x 28450915 


Card Notes 


Card Specs 
Lev 4 
22 
1,200 
1,000 
Dragon 
Fiend 
55444629 


Card Specs 
Leve 2 
13 
750 
600. 
Insect 
Forest 
81843628 


Shadow 
i 17238333 
Card Notes 


ha 


Zombie 
Fiend 
54622031 


Card Notes 


dr 


Card Specs 
5 
24 
2,100 
1,300 
Fish 
Aqua 
80727036 


Reptile 
Aqua 

d 17115745 
Card Notes 


Card Specs 
3 


21 

1,200 
900. 

Plant 
Fiend 
43500484. 


Card Notes 


Card Specs 
3 


Dinosaur 
Earth 
89904598: 


Card Notes. — 


Card Specs 
3 
17 
900 
800 
Reptile 
Aqua 
16353197 


Card Specs 

3 
21 
1,300. 
800 
Dinosaur 
Earth 

42348802 


Card Specs 

6 

29 

2,100 
1,800 
Dragon 
Forest 
89832901 


Card Notes 3 


Card Specs i 
L 6 


28 
2,100 
1,700 
Warrior 
Earth 
15237615 


Card Notes — 


sheila 

Card Specs 

I 3 

18 
1,100 
700 
Dinosaur 
Earth 
42625254 


Card Notes 


Card Specs 
l 4 


23 

1,100 
1,200 
Magician 
Shadow 
78010363 


Card Notes — 


Card Specs 

l 6 
27 
1,800 
1,900 
Beast 
Forest 
14015067 


Card Notes 


La 

Card Specs 
3 
21 
1,100 
1,000 
Insect 
Forest 
41403766 


Card Notes 


Card Specs 
| 5 
24 
1,850 
1,600: 
WngBeast 
Wind 
77998771 
Card Notes 


T 


Card Specs 


Card Notes 


isa 
9 


Card Notes — 


b 


15 

1,350 
1,200 
Magician 
Shadow 
04392470 


Card List 


1 Card Specs 


4 
24 

950 

1,500 
Aqua 
Aqua 
72053645 


Card Notes 


Card Specs 


2 


4 EÀ 


OR | A 1,000 
3 ) 1,100 
i 1 Fairy 
LAs Light 


40387124 


Card Specs 
L 3 
21 


08058240 


Card Notes — 


u Card Specs 


3 

20 
1,100 
900 
Machine 
Fiend 


76775123 


Card Specs 
3 
18 
800 
1,000 
Machine 
Fiend 
34442949 


Card Notes 


Card Spec: 


4 


1,000 
WngBeast 
Wind 
03170832 


Card ‘Specs 


Card Notes 


5 


25 
1,800. 
1,700 
Fairy 
Light 


3556553 


Card Specs 


3 


Warrior 
Fiend 
61831093 


Card Specs 
4 
27 
1,300 
1,400 
Beast 
Forest 
07225792 


Card Notes 


www.primagames.com 


Card Specs 
3 

20 
900 
1,100 
Plant 
Forest 
34320307 


Card Notes — 


Card Specs 
2 
"n 
500 
600 
Plant 
Forest 
60715406 


Card Notes 


_ Card Specs 
3 


Reptile 
Aqua 
06103114. 


Card Notes — 


Card Specs 
2 
13 
700 
600 
Rock 
Earth 
33508719 


Card Notes 


Card Specs 
7 
850 
900 
Fairy 
Light 
69992868 


Card Specs - 


El 


2 
1,400 
1,800 
Aqua 
Aqua 
96981563 


Card Notes 


1,800 
Plant 
Fiend 
32485271 


Card Specs 

4 
27 
1,300 
1,400 
WngBeast 
Dreams 
68870276 


Card Notes 


Card ‘Specs 


4 
D 28 
tack 1,600 
Defer 1,200 


( Zombie 
4 Fiend 
95265975 


Card Notes i n 


disinni 


— | Card Specs 


21263083 


Card Note 


Card Not 


LES 


Card 


Card Notes 


Card 


Card Notes — 


Card Notes 


Card 


4 m 
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68658728 


Specs 
4 


23 
1,550 

800 

Aqua 
Aqua 
94042337 


Specs 

4 

2 

1,050 
1,200 
Fiend 
Shadow 
20541432 


Light 
57935140 


Specs - 


2 


93920745 


Card Notes” 


Card Specs 
4 


23 

1,100 
1,200 
Dragon 
Light 
20315854 


mud 


Card Specs 
L 3 


93108297 


Card Notes 


15 
850 
700 
Aqua 
Aqua 
29692206 


Card Notes — 


Card Specs 
4 
25 
1,250 
1,300 
Beast 
Forest 
55691901 


Card Notes 1 


Card Specs 

eve 4 

24 

1,300 
1,100 
Fairy 
Light 
82085619 


Card Notes 


Insect 
Forest 
28470714 


Card Notes 


a 
Card Specs 
16 
850 
800. 
Thunder 
Thunder 
55875323 


Card Specs 


2 


Fiend 
Fiend 
81863068 


Magician 
Light 
17358176 


Card Notes 


3 Card Specs 
Card Specs [EET b. 
: a 1,900 
1,700 
Warrior 
Shadow 


Thunder 56413937 


Thunder 
54752875 


Card Notes 


Card Specs 
L 5 


20 ] Magician 
1,600 Earth 
1,400 82818645 
Insect WEL INS T 
Forest Card Notes 
80141480 tack 


' Card. Specs 
4 


us E dw i a 
1,000 
Card Specs i 1200 
4 5 Plant 
2 Forest 


850 29802344 
1,400 — 


Aqua Card Notes 
Aqua 
17535588 


Card Notes — 


__. Card Specs 
i ; 5 
Scu [ 19 
Card Specs A E k 1,650 
" 4 jib 1,300 
3 IA Warrior 
1,100 Sha 
1,200 
Fairy ng Seta 
Light Card Notes 


43530283 


Card Notes 


Card Specs 


21 
1,600 

5 f 1,500 
23 I Magician 
1,700 Light 
1,600 81686058 
Fish TEER O FE 
Aqua Card Notes 

29929832 vith 


Card Specs 


Card Notes ‘i 


Card List 


Nie Soca 

AME Magician 
ignmer Shadow 

18180762 C 80741828 


Card Specs 
4 

L 29 

k 1,650 


1,300 k : 
Aqua See 16246527 


Aqua 
Bag Card Notes 


Card Notes — 


= 
Card Specs 
} 3 j 4 
ph i mq. 
Card Specs L 1400 
Le 4 efen: 1,100 
27 Reptile 
1,600 me jnment ^ Aqua 
1,100 43230671 
Aqua. RE aoe 
Aqua 
81563416 


Card Notes 


Card Specs 
i 4 
ii jj Deck 28 
Card Specs i 1900 
: , ) st 1,300 
P 4 Magician 
Dreams 
79629370 


27 

1,300 
1,400 
Fish 
Aqua 
17968114 


Card Notes 3j B 


5 
Card Specs 


5 
5 


— Card Specs : 2 
6 a: t 1,600 
29 1,500 
1,900 Rock 
2000 Earth i 
BeastWar : IES) 


Card Notes 
Card Notes 
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bis ka Uraa : Bes 
Card Specs . Card Specs Card Specs 
ag 2 l D Deck Cost ia i j Deck Cos 23 
1,400 x a 1800 ttac 1350 


Key, I 1700 Defens 1,500 D UM 1,000 BN í ; 
S z A | Plant a Machine 5 Machine 
: F ! i 
Did Edit it Forest : ignment Fiend s ent Fiend 
42418084 04179849 76446915 od - 38116196 


Card Notes EXE Card Notes 


tam DET 
Card Specs d J Card Specs . Card Specs 
evel 4 Card Specs 3 Lev : (pe RA a 
1190 4 da > 28 ee 400 

1,300 : ; z Defense 450 
Aqua Anac 1850. CI Pyro ies Class Warrior 
ent — Aqua (enn \lignment Pyro : V t Shadow 
Code 78402798 Y : ie 02830519 D 64501875 

Card Notes i | 40173854 Card Notes 
Man-shaped li Card Notes ig fla acts foes with loud 


odifi 


Š Card Specs 
Card Specs ili $ Le 
i i Card Specs 1. A attac 3S 
r- L z 3 k Cost — 32 
350 - L d T nsi 
em y 4 Deck Cost — 16 ss Machine l k 1,650 
Warrior : SU) || Attack 900 ent Earth | || Defense 1,600 
Earth A Defens 700 € 39239728 E Fiend 
i 9530197 i lass RS Card Notes e F Mame He di 
EM  — — jmment — Forest 9965 
Card Notes ode 77568553 b NT ; -一 一 一 


si ud E Card Specs 
Card Specs I m 7 : s 
rS. ds ji PSU Card Specs 
5 Card Specs E ttac 1,300 e N/A 

1 vel 4 2 efen: 4 k t 150 

à Deck Cc 30 yd. ae lass qua 人 a NIA 

WngBeast. ; i t 1,350 g M Defense N/A 
Wind Defen 1,700 6! 42 qd i aS: Magic 
41396436 Cla Warrior TEESE TS — Mignment N/A 
= Alignment Earth je 37390589 


03056267 be very dant IR EE TE Dl 
Ges Card Notes 


Card Notes 


; stiican 


Card Specs 


b ed ns 5 cs 
Card Specs ġ Ci A NIA 
l 3 — ignmen j Deen En 130 
Forest Deck C. 20 Code 02118022 s WA 

78780140 : 1,150 a a Defense 

E 900 Card Notes ^ Magic 

Beast Stront attacks but wea — f en NIA 
Dreams 64389297 


451366 OR 
30451366 Card Notes 


Card Notes a 


Card List 


pen 
Card Specs 


Card Specs 


Card Notes 


Card Specs 


Card Notes p Card Notes nd 
stroys enem jer 1,5! | junt ior etc 


Card Specs 


jA 


EM ss Card Notes 
Card Notes — Bug spray wipes 


one 
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Homburger Recipe 


f 
Gye 


Level NIA | ] NIA 
Deck Cost 0 l Deck Cost 10 

Attack NIA | Attack NIA 
Defense N/A | Defense NIA 
Class Trap 3 Class Trap 
Alignment NIA Alignment N/A 
Code 15083728 j Code 41356845 


Level NIA 

Deck Cost 0 Deck Cost 0 

Attack N/A f Attack NYA 
Defense NJA Defense NA 
Class Ritual | | Class Ritual 
Alignment — N/A -J|| Alignment NJA 
Code 54538105 Code 80811661 


Destroys a monster with ATK £ 500 | | Destroys monster with ATK £ 3,000 


Level 

Deck Cost 

Attack 

Defense 

Class ap 
Alignment ^ N/A 

Code 42578427 


Level NIA 

Deck Cost 20 
Attack NIA 
Defense NIA 

Class Trap. 
Alignment — N/A 

Code 11754944 


Level Level 

Deck Cost Deck Cost | Q 

Attack Attack NJA 
Defense J Defense NIA 

Class Ritual Class Ritual 
Alignment N/A Alignment — N/A 

Code 81933259 Code 16206366 


A i ote | Destroys monster with ATK £ 1000 
Offer: Fiend Reflection #1 +2 others Offer: Hitotsu-me +2 monsters | 


Destroys attacking card of opponent | 


Level NJA 

Deck Cost 3 

Attack N/A 
Defense NIA 

Class Trap 
Alignment — N/A 

Code 78977532 


Level NIA 

Deck Cost 2 

Attack NJA 
Defense NJA 
Class Trap 
Alignment — N/A 

Code 04149689 


Level NIA Level NIA 

Deck Cost 0 Deck Cost 0 
Attack A Attack NIA 
Defense i KR Defense NJA 

Class f Class Ritual 
Alignment — N/A i Alignment NJA 

Code 17928958 l Code 43694075 


Level 
Dech Cost 
Attack 
Defense 
Class 
Alignment 


Deck Cost 


7 Level 
Deck Cost o Deck Cost 
Attack NJA Ti Attack NJA 
Defense NIA Defense NIA 
Class Ritual à | Class Ritual "m 
Alignment NJA = Alignment NJA | vote 
Code 43417563 Code 79699070 | Destroys monster with ATK £ 2,000 


Attack 

Defense 

Class 

Alignment JA 

Code 40633297 


Note | e Reverse recovery points to damage 
Offer: Water Omotics | | Offer: B. Dragon Jungle King ete | " 


Level NA 

Deck Cost 2 

Attack NA 
Defense N/A 

Class Trap. 
Alignment NIA 

Code 77622396 


Reverse power-up Pts to power 
down 


Level 

Deck Cost 

Attack 

Defense 

Class 

Alignment 

Code 03027001 


( A dummy TRAP CARD with no effect j 


id Ser pen 


IB in 


Level NIA 

Deck Cost 0 

Attack NIA 

Defense NIA 

Class Ritual 

Alignment N/A 
39411600 


| Offer: Blackland Fire Drag ete 


Level 


Deck Cost 
Attack 
Defense 


Class 
Alignment 
Code 


Ritual 
NIA 
76806714 


| Offer: Ancient W. Turtle etc 


Level 

Deck Cost 

Attack 

Defense 

Class Ritual 
Alignment NJA 

Code 02304453 


Offer: Dark Mask +2 monsters 


level NIA 

Deck Cost 0 

Attack NIA 
Defense N/A 
Class Ritual 
Alignment — N/A 

Code 39399168 


| Offer: Versago the Destroyer ete 


Level N/A 

Deck Cost | 0 

Attack NJA 

Defense NIA 

Class Ritual 

Alignment — N/A 
05783166 


| Offer: Myster. Puppeteer 


Deck Cost 
Attack 
Defense 
Class 
Alignment 
Code 


| Offer: Hercules Beetle ete 


- Card List. 


Barm Sward dal i 
LEO] | 
| 


"5 


Level NIA 
Deck Cost 0 
Attack N/A 
Defense NÍA 
Class Ritual 
ligament — N/A 
‘ode 78577570 


| Offer: Succubus Knight +2 monsters 


NIA 
Deck Cost 0 
Attack NJA 
Defense} NYA 
Class Ritual 
Alignment — N/A 
Code 04561678 


| Offer: Queen of Autumn Leaves ete | 


Deck Cost 
Attack 
Defense 
Class, 
Alignment: 
Code 


Sacrifice: Temple of Skulls +2 
monsters d 


Deck Cost 
Attack 


Defense 
Class 
Alignment 
Code 


Level 
Deck Cost 
Attack 
Defense 
Class 
Alignment 
Code 


6 

255 

1,950 

1,850 
jarrior 

Divine 

04849037 


Beware the elegant war dance. Se 


Level 
Deck Cost 


Attack 
Defense 
Class 
Alignment 
Code 


Level 
Deck Cost 
Attack 
Defense 
Class 
Alignment 
Code 


| Powerful m 


Level 
Deck Cost 
Attack 
Defense 
Class 


| sanden (77200) 


255 

2,000 
1,850 
Warrior 
Divine 
30243636 


| 


Divine 
76232340 


imitive monster ad 


7 


255 


Alignment 
Code 03627449 
| INO 'S 
| Attacks enemies with sword arms — 


255 
2,850 
,350 
Dragon 
Divine 
39111158 


Serpent | 
lm [ 


Level 

Deck Cost 

Attack 

Defense 

Class 

Alignment Divine 
Code 66516792 


Dragon created by a wicked knight — 


Deck Cost 28 
Attack 2,650 
Defense 2250 
Class Magician 
Alignment Shadow 
Code 02504891 


Attacks with both weapons and 
magic 


Level 
Deck Cost 
Attack 
Defense 
Class 
Alignment 
Code 


| Absolute ruler of the galaxies 


Code 91782219 


- Monster has strong attack and 


Deck Cost 


Level 
Attack 
Defense Deck Cost 


Class Attack 
Alignment Defense s 
Code Class Dragon 
: Alignment Pyro 
90660762 


Deck Cost 
Attack 
Defense 
Class 


Alignment — Divine Level 6 


Deck Cost — 30 
Attack 2,250 
Defense 1,800 
Class Beast 
Alignment Pyro 
Code 27054370 


lies the heavens on wings of fire — | 


255 

2,450 

2,550 

Insect 

Divine 

26932788 
fery strong attack and defense 


“Level 
Deck Cost 


Attack 
Defense 
Class 
Alignment 
Code 


| 
712] | 
Deck Cost ad i 
Attack c - | 
pom SUE Deck Cost 
d 5 i Attack 
Eus Defense 
Class 
Alignment 
Code 


Level 

Deck Cost 

Attack 

Defense 

Class 

Alignment Earth l mal 

2 eck Co: 

Code wt. Mod 
Defense 
Class 
Alignment 


Code 90844184 


Wield six very sharp swords 


TTIE 
ider (#719) 
Deck Cost 255 
Attack 1,300 
Defense 1,850 
Class Zombie 
Alignment ^ Divine 

de 99721536 


Level 
Deck Cost 


Alignment — Divine 
Code 25110231 


|. Confuses enemie: 


Level 8 | Level 4 Level 1 

Deck Cost 255 Deck Cost 29 27 | i | Deck Cost 0 

Attack 2,800 TA Attack 1,400 l jr, | | Attack 2,500 Attack 0 
Defense 2,600 | A Defense 1,500 | I S i | Defense wa ccn Defense 0 

Class Magician f b Class Aqua | | Class iend | 25.54 | || Class Magician 
Alignment — Divine | Alignment Aqua | [AH Alignment Fiend | [us Alignment Class 
Code 30208479 | Code 65570596 Code 91842653 | Code 27125110 


YER | 
Monster's PWR cut. Stopped for 1 | 
| 


Card Notes 
| Numerous eyes stop enemy 
| movement 

E 


Magician Master empowered by 
chaos 


turn (effect) 


Level 7 

Deck Cost — 28 
Attack 2,200 
Defense 2,600 
Class Dragon 
Alignment Pyro. 
Code 02964201 


Level 1 = 
Deck Cost — 0 | Level 1 
0 


Level N/A 
Deck Cost 0 

Attack NÍA 
Defense N/A 

Class Ritual 
Alignment — N/A 

Code 76792184 


Attack | | Deck Cost 255 
Defense 0 | Attack 0 
Class Magician Defense 0 
Alignment ^ Dreams | Class Magician 
Code 38247752  ] l Alignment Divine 

| Code 63519819 


| Dragon hidden inside an eggshell — $ 


| _ Summons Dark Sorcerer E pponent's strongest in play —- 


Level 7 
Deck Cost 28 
Attack 2,200 
Defense 2,600 
Class Dragon 
Alignment Fiend 

| Code 38369349 


Level 1 
Deck Cost 255 "ard T 
Attack 0 

Level 6 
Help AO Deck Cost — 31 


| Class Magician awl) Attack 1,900 
| Alignment Divine | Defense 2200 


Code 64631466 l " 
BS) | Class Machine 

^| Alignment Earth 
| Code 90908427 


Level 7 
Deck Cost 23 
Attack 2,000 


| Defense 2,300 
Class Machine 
Alignment Fiend 
Code 03797883 


Randomly affects a monster's 
powers 


5 
Deck Cost 19 
Attack 1,400 
Defense 1,500 
Class Aqua 
Alignment Shadow 
Code 65458948 


Level 2 d BESSI 

Deck Cost 12 Level 4 

Attack 200 Deck Cost 28 

Defense 1,000 1,400 

Class Pyro AL 1,400 

Alignment ^ Dreams Machine 

Code 90020065 Alignment Pyro 
FET Code 26302522 


5 

24 

1,400 
Defense 2000 
Class Machine 
Alignment Fiend 


Code 39181897 | Toon-transformed Mermaid archer | 


4 d es ee l ( tes 
| i l Ere 
| Attacks with three lazer blasters — l |. Metal-based blast sphere. 


Deck Cost 
Attack 
Defense 
Class 
Alignment 
Code 


Deck Cost 
Attack 
Defense 


Alignment 
Code 


Level 
Deck Cost 
Attack 
Defense 
Class 
Alignment 
Code 


Dragon 
Earth 
62397231 


4 

31 
1,400 
1,700 
Rock 
Earth 


99785935 


1,500 
Magician 
Fiend 
25280974 


“Effortlessly ducks enemy attacks 


Level 
Deck Cost 
Attack 
Defense 
Class 
Alignment 
Code 


Magician 
Dreams 
52675689 


Level 

Deck Cost 

Attack 

Defense 

Class Magician 
Alignment Shadow 
Code 17985575, 


Level 
Deck Cost 


Defense 

Class Machine 
Alignment ^ Shadow 
Code 64335804 


Card N 


Stronger R. aes Black Dragon 


Level 7 


Deck Cost — 28 
Attack 2600 
Defense 2,200 
Class Machine 
Alignment. Shadow. 
Code 81480460 


| Equipped for extra firepower 


Level 
Deck Cost 
Attack 


Defense 

Class Magician 
Alignment Shadow 
Code 05640330 


|. Formed by souls of the departed 


Deck Cost 
Attack 
Defense 
Class 
Alignment 


Deck Cost 
Attack 
Defense 
Class 
Alignment 


| Deck Cost 

| Attack 

| Defense 
Class 

| Alignment 


BeastWar 
Shadow 
42035044 


Dreams 
05818798 


Rules over Dream world's monsters. ii 


Deck Cost 
Attack 
Defense 
Class 

| Alignment 
Code 


An ancient sacrificial altar 


300 

2,000 
Rock 
Earth 
31812496 


3) Deck Cost 
Attack 
2| Defense 


| Class 
| Alignment 
| Code 


| Level 
SS) Deck Cost 
DL Attack 
>| Defense 
| Class 
|| Alignment 


Deck Cost 
| Attack 
| Defense 
Class 
Alignment 


| Deck Cost 

| Attack 

| Defense. 

a| Class 
Alignment 
Code 


Abandoned its humanity for power 


Fiend 
77207191 


6 

29 

2,100 
1,800 
Beast 
Dreams. 
04796100 


20 

800 

2,200 
Machine 
Earth 
30190809 


29 

2,400 
1,500 
Machine 
Thunder 
77585513 


| Level 

| Deck Cost 
Attack 
Defense 
Class 
Alignment 
Code 


Defense 
| Class 
Alignment 


| N 


Warrior 
Light 
03573512 


24 

1,400 
1,000 
Warrior 
Thunder 
39978267 


Level 
Deck Cost 
Attack 
Defense 
Class 
Alignment 
Code 


Level 
Deck Cost 
Attack 
Defense 
Class 
Alignment 
Code 


Alpha + Beta + Gamma = 272 


4 

33 

1,700 
1,600 
Rock 
Earth 
39256679 


27 

100 

2,600 
Warrior 
Earth 
65240384 


Deck Cost 
Attack 

| Defense 
Class 
Alignment 


27 

1,500 
1,200 
Beast 
Wind 


Defense 
Class 
Alignment 


64428736 Code 


— 


Wields a powerful dragon sword ; 


Level 
Deck Cost 
Attack 
Defense 
Class 
| Alignment 
| Code 


91512 


7 

26 
2,200 
2,400 
Insect 
Forest 


Deck Cost 
Attack 

| Defense 

| Class 

| Alignment 


835 Code 


22 

1,400 
1,800 
Warrior 
Light 
90790253 


4 

22 
1,000 
1,200 
Insect 
Forest 
26185991 


| Power-up by # of own Insects 
|. played (effect) 


ue E 
| Vile villain from a virtual world 


Legendary shield | 


Level 
Deck Cost 
Attack 

| Defense 

| Class 

| Alignment 

| Code 


| Deck Cost 
| Attack 
| Defense 

| | Class 
| Alignment 
| Code 


Uses a mitror that reflects attacks 


24 

2,200 
1,200 
Warrior 
Fiend 
66362965 


4 
27 

1,700 
1,000 
Magician 
Fiend 
02851070 


Level 
Deck Cost 
Attack 
Defense 
Class 
Alignment 
Code 


A discarded doll reborn for revenge 


Deck Cost 
Attack 
Defense 
Class 
Alignment 
Code 


Power-up by # of D. Magician in | 
hand (effect) 


5 

23 

1,600 
1,700 
Fiend 
Forest 
91635482 


27 

2,000 
1,700 
Magician 
Shadow 
38033121 


Deck Cost 
Attack 
Defense 
Class 
Alignment 
Code 


Level 
Deck Cost 
Attack 
Defense 
Class 


500 
300 
Insect 
Forest 


3 

20 
500 
1,500 
Insect 
Fiend 


Deck Cost 
Attack 
Defense 
Class 
| Alignment 
| Code 


35 
3,000 
2,500 
Dragon 
Light 


Level 
Deck Cost 
| Attack 
| Defense 
| Class 
| Alignment 


64306248, 


100 
Magician. 
light 
51275027 


Card Specs 


13945283 


Card Notes 


Card Specs 
4 


27 

1,700 
1,000 
Magician 
Earth 
50930991 


Card Notes — 


boti 


Card Specs 
4 

26 
1,600 
1,000 
Fiend 
Dreams 
13723605 


Card Notes 


Card Specs 
4 


26 
1,450 
1,200 


Card Notes — 


TERS Specs 
m 
IE 


i x Warrior 
ali Earth 


51345461 


Card Notes 


Card Specs 
2 


Insect 
Earth 
88733579 


Card Notes 


— Card Specs 
5 
24 
1,600 
1,800 
Warrior 
Aqua 
24128274 


Card Notes — 
Card Specs 
2 


50122883 


Card Notes 


Ca rd Specs 


Machine 
Shadow 
87511987 


Card Notes. — 
Card Specs 


13906696 


Card Notes — 


' Card Specs 
L 5 
25 
2,000 


Te 1,500. 
Cy oD Machine 
See Thunder 


§0400231 


Card Notes 


peace tok ae 
Card Specs 
4 
21 
950 
1,200 
Aqua 


Card Notes 


(e Nama 3 Magic 
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NA 
87910978 


Card Notes 


Card Specs 


NA 
20 


Trap 

NA 

42364257 
Card Notes 


under 


Card Specs 

NA 

0 

NIA 

NJA 
Ritual 
NJA 
41426869 


Card Notes 


Card Specs 
N/A 
255 
NIA 
N/A 


04031928 


Card Notes — 


Card List 


| Multiply (#785) — 
Card Specs 
Level NIA 
Deck Cost 0 
Attack NA 
Defense N/A 
Class Magic 
Alignment — N/A 
Code 40703222 


Defense 

Class 

Alignment 

Code 26725158 


Last Doy o of Witch - 
(#787) 


Deck Cost 
Attack 
Defense 
Class 
Alignment 


Bat of Greed 
12788) 


Deck Cost 
Attack 
| Defense 
Class 
Alignment 
Code 55144522 


Draw up to two cards if hand 
allows it 


Th 
(#790 


inexperienced | 


Level 
Deck Cost 
Attack 
Defense 
Class 
Alignment 
81820689 


Level 

Deck Cost 27 
Attack 1,800 
Defense 1,950 
Class Warrior 
Alignment Fiend 
Code 46211326 


A touch of this sword will cut 


147793) 


| Level 6 
Deck Cost — 30 


Level 
Deck Cost 26 
| Attack 1,950 
(| || Defense 1,700 
«| || Class BeastWar 
| Alignment ^ Forest 
49000779 


Attack 1,550 
| Defense 2,500 
Class Warrior 
|| Alignment — Shadow. 
75372290 


- Brave general who Sume 1,000 
wars 


Swiftly attacks LE ben 


l 
l 


| Deck Cost 
| Attack ,| Deck'Cost 
| Defense ^ | Attack 2,400 
|| Class Warrior Defense 2,150 
| Alignment Fiend a Class Fiend 
Code 86099788 Alignment Fiend 
Code 11761845 


Level 
Deck Cost 
Attack 
Defense 
Class 


Alignment 
Code 99518961 


es 
| Damage: (200 X # of enemy field 
| cards) 


Steel fan Fighter 
(85782) 


Deck Cost 20 
Attack 2,200 
| Defense 1,850 


Class Warrior 
Alignment Wind 
Code 13616074 


Dunames Dark E 
Witch (#79 l 


| Level 

| Deck Cost Deck Cost 

| Attack 

| Defense A 

| Class Machine 

|| Alignment Wind 
48766543 


| Attack 

| Defense 
Class 

| poner 


| Level 
Deck Cost 


| Deck Cost 
Attack 
Defense 

| Class BeastWar 
Alignment Earth 

| Code 49888191 


Defense 

Class i 
um YN| Alignment ~ Dreams 

Code 74150658 
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Fusion List 


Fusion is the act of combining two cards to create 

a single new card. To fuse two cards together, place 
a card from your hand on top of a card that's already 
in play on the Field, or place a card in your hand on 
top of another card in your hand. When two cards are 
fused together, the two original cards are lost and a 
new and typically more powerful card replaces them. 

Not all cards may be fused together. In fact, there 
are many more combinations that don't work than 
there are that do. In cases where you attempt to fuse 
two cards and the combination doesn't work, the card 
played on top of another card is saved and the bottom 
card is lost. So, if you play a card from your hand onto 
one in the Field and the fusion fails, the card on the 
Field is lost and the card from your hand takes its place. 

There's no easy way to tell if two cards may be 
fused. It's a matter of trial and error until you find 
combinations within your deck that work. Most fusions 
make sense when you really consider which cards are 
used and the result of the fusion. For instance, to make 
a Cockroach Knight (#479) (an insect warrior) you can 
fuse a Leghul (#397) (an insect) and a Battle Warrior 
(#100) (a warrior), or to make a Spiked Seadra (#448) 
(a water dragon) you can fuse a Frog the Jam (#549) 
(water monster) and a Yamatano Dragon Scroll (#122) 
(dragon monster). Not all combinations are this obvious, 
but if you know the card list well, you can make a 
logical guess as to whether two cards may be combined. 

Fusions are only temporary changes. You can't 
recover your cards from a fusion while in a duel, but 
once the duel is over, the two original cards are 
returned to your deck and the card created by the 
fusion is removed. 

Early in the game when your Duelist Level and Deck 
Capacity are low, you won't be able to use a lot of 
powerful creatures in your deck. Fusions allow you 
to overcome this handicap by creating these more 
powerful monsters in the heat of battle. Knowing 
what fusions exist in your deck may mean the 
difference between victory and defeat. 


Fusions can create some very 

high-level creatures. Although 
you can fuse cards within your hand, it's 
usually better to fuse them on the Field. 


That way, if you create a card of level 5 or 
higher, you won't have to pay the offering to 
bring the card into play (as you would if the 
card were to be created in your hand). 


Following are many examples of possible fusions 
within the game. You can either use these within 
your own game, or just use them as examples of 
how logical fusions tend to be. There are many, 
many more fusions that you can discover for 
yourself within the game. 


Write down any fusions you 
discover within your favorite deck 


so that you remember them. 


Armored Zombie (#96) 
Corroding Shark (#539) + Celtic Guardian (#41) 


<> 
Jo 


8. Dragon Jungle King (#571) 

Petit Dragon (#200) + Rainbow Flower (#488) 
Spike Seadra (#448) + Abyss Flower (#579) 
Darkfire Dragon (#168) + Abyss Flower (#579) 
Firegrass (#157) + Yamatano Dragon Scroll (#122) 
Flame Manipulator (#142) + Petit Dragon (#200) 


Blackland Fire Dragon (#10) 

Wretched Ghost of the Attic (£563) + Yamatano 
Dragon Scroll (#122) 

Petit Dragon (#200) + Wretched Ghost of the Attic (#563) 

Petit Dragon (#200) + Mammoth Graveyard (#59) 


Bolt Escargot (#460) 


Star Boy (#524) + Kaminarikozou (#211) 


Cockroach Knight (#479) 
Leghul (#397) + Battle Warrior (#100) 
Masked Clown (#182) + Gale Dogra (#506) 


Corroding Shark (#539) 
Bone Mouse (#548) + White Dolphin (#436) 


Cyber Soldier (#413) 

Blast Juggler (#417) + Cyber Raider (#754) 

Swordsman from a Foreign Land (#399) + 
Mechanical Spider (#410) 

Mechanical Spider (#410) + M-warrior #2 (#161) 

Patrol Robo (#580) + Dream Clown (#120) 


D. Human (#502) 
Dragoness the Wicked Knight (#294) + 
Yamatano Dragon Scroll (#122) 
Blue Flame Kagemusha (#214) + Lesser Dragon (#561) 


Dorkfire Dragon (#168) 
Firegrass (#157) + Petit Dragon (#200) 


Dragon Statue (#138) 
Petit Dragon (#200) + Masked Clown (#182) 


Dragon Zombie (#97) 
Fire Reaper (#154) + Petit Dragon (#200) 
Flame Ghost (#215) + Yamatano Dragon Scroll (#122) 


Flame Cerebrus (#529) 
Fire Reaper (#154) + Air Marmot of Nefariousness (#202) 
Air Marmot of Nefariousness (#202) + Dragon Piper (#40) 


Flame Ghost (#215) 

Mech Mole Zombie (#197) + Fire Reaper (#154) 
Fire Reaper (#154) + Dragon Piper (#40) 

Skull Servant (#24) + Dissolverock (#244) 


Flame Swordsman (#15) 
Flame Manipulator (#142) + Masaki the 
Legendary Swordsman (#293) 
Charubin the Fire Knight (#133) + Trap Master (#224) 
Masaki the Legendary Swordsman (#293) + 
Firegrass (#157) 
Flame Manipulator (#142) + Celtic Guardian (#41) 


Baruas (#483) 
Dunames Dark Witch (#795) + Nekogal #1 (4252) 


Great Mammoth of Goldfine (#564) 
Skull Servant (#24) + Mammoth Graveyard (#59) 
Bone Mouse (#548) + Mammoth Graveyard (#59) 


Huezanruu (#737) 
Alpha the Magnet Warrior (#738) + Curse 
of Dragon (#39) 
Giant Rock Soldier (#74) + Curse of Dragon (#39) 


Koumori Dragon (#31) 

Corroding Shark (#539) + Yamatano Dragon Scroll (#122) 
Magical Ghost (#470) + Yamatano Dragon Scroll (#122) 
Dragon Statue (#138) + Hiro's Shadow Scout (#611) 


Skull Servant (#24) + Petit Dragon (#200) 
Petit Dragon (#200) + Hiro's Shadow Scout (#611) 


Lord of Dragons (#741) 
Petit Dragon (#200) + Flame Manipulator (#142) 
Boo Koo (#486) + Yamato Dragon Scroll (#122) 


Magical Ghost (#470) 

Witch of the Black Forest (#574) + Corroding 
Shark (#539) 

Curtain of the Dark Ones (#104) + Skull Servant (#24) 

Skull Servant (#24) + Nemuriko (#129) 

Flame Manipulator (#142) + Corroding Shark (#539) 


Minomushi Warrior (#456) 
Armed Ninja (#469) + Morphing Jar (#591) 


Mystical Sand (#531) 
Destroyer Golem (#454) + Invader of the Throne (#641) 
Wings of Wicked Flame (#101) + Battle Warrior (#100) 
Nemuriko (#129) + Dissolverock (#244) 


Spike Seadra (#448) 
Change Slime (#289) + Yamatano Dragon Scroll (#122) 
Frog the Jam (#549) + Yamatano Dragon Scroll (#122) 
Turu-Purun (#444) + Yamato Dragon Scroll (4122) 
Star Boy (#524) + Yamato Dragon Scroll (#122) 


Spirit of the Book (#117) 
Boo Koo (#486) + Droll Bird (4207) 


Stone D. (#426) 

Blackland Fire Dragon (#10) + Alpha the Magnet 
Warrior (#738) 

Koumori Dragon (#31) + Alpha the Magnet Warrior (#738) 


Stone Ghost [2:157] 
Mech Mole Zombie (#197) + Morphing Jar (#591) 


Sword Arm of Dragon (#11) 

Celtic Guardian (#41) + Koumori Dragon (#31) 
Kojikocy (#66) + Crawling Dragon #2 (#81) 
Koumori Dragon (#31) + Big Shield Of Gardna (#758) 


Thousand Dragon (#69) 
Baby Dragon (#3) + Time Wizard (#16) 


Thunder Dragon (#425) 

Petit Dragon (#200) + Kaminarikozou (#211) 
Yamatano Dragon Scroll (#122) + Kaminarikozou (#211) 
Winged Dragon #1 (#7) + Kaminarikozou (#211) 


Tiger Axe (#64) 
Armed Ninja (#469) + Milus Radiant (#527) 
Doron (#195) + Milus Radiant (#527) 
Swordsman from a Foreign Land (#399) + 

Air Marmot of Nefariousness (#202) 
Mystical Sheep #1 (#642) + Dream Clown (#120) 


Dark Witch (#582) 
Magician of Faith (#428) + Abyss Flower (#579) 


Witch of the Block Forest (#574) 


Firegrass (#157) + Nemuriko (#129) 


Wood Remains (#228) 
Skull Servant (#24) + Abyss Flower (#579) 
Bone Mouse (#548) + Abyss Flower (#579) 


Zombie Warrior (#30) 

Swordsman from a Foreign Land (#399) + 
Mech Mole Zombie (#197) 

Swordsman from a Foreign Land (#399) + 
Shadow Specter (#9) 

Shadow Specter (#9) + Masked Clown (#182) 

Skull Servant (#24) + Masaki the Legendary 
Swordsman (#293) 

Bone Mouse (#548) + Masked Clown (#182) 


a / 
/. 
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